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[0142] As shown in Figure 14, when the position of the target 49 is detected in 
Step 80, CPU 25 checks whether the target 49 goes into the lock on site 58 (refer 
to Figure 3) in Step 81. When the target 49 goes into the lock on site 58 in Step 
81, CPU 25 checks whether the level (life power value) of the lock on meter 48 
(refer to Figure 7(A)) is larger than the physical strength value (point value) of 
the target 49 in Step 82. 

[0143] When the level (life power value) of the lock on meter 48 (refer to Figure 
7(A)) is larger than the physical strength value (point value) of the target 49, CPU 
25 rocks on the target 49 to display the target 49 as the triangular notation 50 
(refer Figure 7(B), rock on control means) in Step 84. Next, CPU 25 subtracts 
the physical strength value (point value) of the rocked on target 49 from the level 
of the lock on meter 48 (lock on subtraction means) in Step 85. 

[0144] In the following Step 86, CPU 25 checks whether the level of the lock on 
meter 48, from which the physical strength value (point value) of the rocked on 
target 49 is subtracted, is above zero. Next, when the level of the lock on meter 
48 is above zero, CPU 25 returns to Step 80 to execute the rock on processing of 
the other targets 49 repeatedly. Thereby, the plural lock on targets 49 according 
to the level of the lock on meter 48 can be rocked on, and thus the player can 
simultaneously attack to the plural lock on targets 49. 
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(57) Abstract 

PROBLEM TO BE SOLVED: To change the 
expression method of a game image and to improve 
a game property. 

SOLUTION: This video game device 11 is a game 
machine in which a character selected by the player 
attacks a target and acquires an item while flying 
in the air. During a game, when the character 
displayed at a display part 13 reaches an operation 
limit position, the entire display image vibrates 
and reports that and the lock-on number of the 
target is changed corresponding to the level of a 
lock-on meter. Also, for a rolling operation, in the 
case that a displayed view point is an objective 
position, only the character is rolled. The target 
is changed to the item such as a coin or gold 
bullion at the time of being attacked and the item 
is moved toward the course of the character. Also, 
in the case that the character attacks by using a 




.1- 



* NOTICES * 



JPO and INPIT are not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not reflect the original 
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CLAIMS 



[Claim(s)] 

[Claim 1] The video-game equipment characterized by coming to have an image-display means 
indicate the image displayed on said display when the motion limit community location of the 
virtual space where said character or said view is displayed on said display arrives at in the 
video-game equipment to which the character displayed on the display when a game person 
operated a control unit, or the set-up view is moved by oscillating. 

[Claim 2] The image expression approach characterized by to indicate the image displayed on 
said display when the motion limit community location of the virtual space where said character 
or said view is displayed on said display was arrived at in the image expression approach of 
moving the character displayed on the display when a game person operated a control unit, or 
the set-up view by oscillating. 

[Claim 3] In the video game equipment to which the character displayed on the display when a 
game person operated a control unit is moved A view judging means to judge whether the view 
of the image displayed on said display is the object location seen from the subjectivity location 
of the character displayed on a virtual space, or the back of said character, When a rolling 
actuation detection means to detect that said game person did rolling actuation of said control 
unit, and said rolling actuation detection means detect rolling actuation of said control unit, The 
whole background image displayed on said display when the view of the image displayed on said 
display by said view judging means is the subjectivity location of the character displayed on a 
virtual space is made to roll. Video game equipment characterized by coming to have the rolling 
display-control means made to display it that it makes only said character roll when the view of 
the image displayed on said display by said view judging means is an object location. 
[Claim 4] In the image expression approach of moving the character displayed on the display 
when a game person operated a control unit The whole background image displayed on said 
display when rolling actuation of said control unit is detected and the view of the image displayed 
on said display is the subjectivity location of the character displayed on a virtual space is made 
to roll. The image expression approach characterized by making it display it that it makes only 
said character roll when the view of the image displayed on said display is an object location. 
[Claim 5] Video game equipment characterized by coming to have a speed-control means to hold 
said maximum velocity or the minimum rate until it changes the maximum velocity or the 
minimum rate to a travelling direction of said character according to the operating speed of said 
control unit and then operates said control unit in the video game equipment to which the 
character displayed on the display when a game person operated a control unit is moved. 
[Claim 6] The program control approach characterized by controlling to hold said maximum 
velocity or the minimum rate until it changes the maximum velocity or the minimum rate to a 
travelling direction of said character according to the actuation direction of said control unit and 
then operates said control unit in the program control approach of moving the character 
displayed on the display when a game person operated a control unit 

[Claim 7] In the video game equipment with which the character displayed on the display when a 
game person operated a control unit attacks a target The lock on meter which displays the level 
which shows that lock on is possible in the target which said character tends to attack, The lock 



on control means which carries out the lock on of the target of the number according to the 
level displayed on said lock on meter, Video game equipment characterized by coming to have a 
lock on meter subtraction means to subtract the level set as the target in which lock on was 
carried out by said lock on control means from said lock on meter. 

[Claim 8] The program-control approach characterized by to control to subtract the level set as 
the target by which lock on was carried out from said lock-on meter while carrying out the lock 
on of the target of the number according to the level displayed on the lock-on meter in which it 
is shown in the program-control approach that the character displayed on the display when a 
game person operated a control unit attacks a target that lock on is possible in said target which 
said character tends to attack. 

[Claim 9] In the video game equipment with which the character displayed on the display when a 
game person operated a control unit attacks a target An item conversion means to change said 
target into an item if a target is attacked by said character, Video game equipment characterized 
by coming to have the item migration means to which said item is moved so that the location of 
the item changed by this item conversion means may be arranged toward the direction of the 
advance path of said character. 

[Claim 10] The image expression approach characterized by moving said item so that said target 
will be changed into an item in the image expression approach that the character displayed on 
the display when a game person operated a control unit attacks a target if a target is attacked 
by said character, and the location of the changed item concerned may be arranged toward the 
direction of the advance path of said character. 

[Claim 1 1] Video game equipment characterized by coming to have a murder opening display 
means by which the character displayed on the display when a game person operated a control 
unit cuts to the perimeter of said target which intersects the extension of the migration locus of 
said arms in the video game equipment which displays the image which cuts a target with arms, 
and displays opening. 

[Claim 12] The image expression approach characterized by for the character displayed on the 
display cutting to the perimeter of said target which intersects the extension of the migration 
locus of said arms in the image expression approach of an image of cutting a target with arms, 
and displaying opening. 

[Claim 13] The storage which is characterized by memorizing the control program of said claims 
2, 4, 6, 8, and 10, the image expression approach of 12 publications, and the program control 
approach and in which computer reading is possible. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to the video game equipment, the image expression 
approach, and storage which were constituted so that it might compete for a score, when a game 
person attacks using a virtual attack means to the target displayed on a display. 
[0002] 

[Description of the Prior Art] For example, there is game equipment for shooting which attacks 
in simulation the target (it is also called an enemy character) displayed on the display using 
virtual attack means, such as a laser gun or a missile, as the so-called video game equipment 
installed in recreation facilities, such as a game center. The video image is made from this kind 
of game equipment so that it may attack, while two or more targets in the scene decided 
beforehand move. And by delivering a sequential attack of two or more targets which operated 
the player character (hero on a game) displayed on a display with the joy stick etc., and were 
displayed on the display, a game person can earn a score and can enjoy a game. 
[0003] Furthermore, with this kind of video game equipment, the lock on of two or more targets 
which approach while the character operated by the game person flies the space displayed on 
the display can be carried out one by one, and it can attack to coincidence. 
[0004] Moreover, a character's attack of the target currently displayed on the display changes it 
to items, such as a coin metallurgy lump, according to the point (LIFE value beforehand decided 
according to the class of target) of a target. And a character acquires two or more items in the 
air, flying the virtual space displayed on the display. The point of this acquired item serves as a 
game persons score, the stage concerned can be completed or the virtual attack means 
according to a score can be purchased at the arms shop in a stage. Therefore, it becomes 
possible to purchase more powerful arms, so that there are many point sizes of the target which 
the character attacked. 

[0005] Moreover, if a multiple-times attack is not delivered, when it is the boss (enemy 
character with more point than an ordinary target) who cannot push down, it is important to be 
unable to push down, unless it uses more powerful arms, and to acquire more items. 
[0006] Furthermore, by toppling a joy stick the left or rightward, a game person can make a 
character able to roll in a virtual space, and can perform an evasive action. Therefore, if there is 
an attack to a character from a target, a character can be made to be able to roll and the attack 
from an enemy can be avoided. 

[0007] Moreover, the attack from a target is avoided, or a successive range is restricted, 
although the character is movable only within the limits of the motion limit community where it 
could not move [ on ] anywhere in the virtual space displayed on the display, but the vertical 
direction and the longitudinal direction were decided beforehand and an item is acquired. 
[0008] Moreover, when the character has a sword, by cutting a target with a sword, a target can 
change to an item and can acquire an item. In this case, there are a target which can be toppled 
by one attack according to the class of target, and a target which can be toppled by the attack 
of multiple times, and items (point size) acquirable [ with the point (LIFE value) of that target ] 
also differ. 



[0009] 

[Problem(s) to be Solved by the Invention] However, in the above conventional video game 
equipments, when the character displayed, for example on the display moved to a motion limit 
community location, a background and a character stop having only moved more than it, and the 
game person was unclear. Therefore, the game person might be unable to operate it so that they 
does not notice the character having arrived at the motion limit community location, and the 
attack from an enemy could not be avoided, or a target could not be attacked and it might 
consider. 

[0010] Moreover, when a game person toppled a joy stick the left or rightward, and made a 
character roll in a virtual space, and the background currently displayed on the display rotated, 
the rolling condition was expressed, but since only the background rolled without a character 
rolling even when the view was conventionally set up behind the character, there was sense of 
incongruity. 

[0011] Moreover, enjoyment was missing in it being as that full speed and the minimum rate are 
unmaintainable **** [, and ]. [ that acceleration and moderation of a character are fixed 
conventionally, and the full speed and the minimum rate of a motion of the character displayed 
on the display even if it operated the throttle lever rapidly and operated it slowly, and a 
background are fixed ] 

[001 2] Furthermore, conventionally, although two or more targets are displayed, the lock on of 
no targets can be carried out, but the number of targets which can carry out lock on is decided, 
and it may pass, with some targets not attacked, and had become a dissatisfied cause for the 
game person. 

[0013] Moreover, since the item after attacking two or more targets conventionally was in the 
location of each target, it could not respond to the item by which migration of a character was 
distributed, but it might have to pass, with the item of the target toppled with much trouble not 
acquired Although a target is one with desirable (it being easy to carry out lock on) standing in a 
line in the direction of four directions and being arranged such to a screen, when ** which suited 
that this carried out the lock on of the target is displayed while it had been located in a line in 
the direction of four directions in the same location as the depth direction after it changes to an 
item, while a player character advances in the depth direction, it is because it becomes difficult 
to acquire all items. 

[0014] Furthermore, when a character had and fought a sword conventionally, the tooth-back 
side of a target was cut with a sword and the target was displayed from the transverse-plane 
side, a cut end with a sword was not displayed on a display, and it did not understand whether to 
have been that the target was cut Moreover, when actuation whose character cuts a target 
using a sword was performed conventionally, actuation of a character was pursued in many 
cases, turning the camera location (view) displayed on a display to a longitudinal direction, but 
since a cut end with a sword was not displayed when the character and the target were being 
seen from the side, it did not understand whether to have been that the target was cut. 
[0015] Then, this invention aims at offering the video game equipment, the image expression 
approach, and storage which solved the above-mentioned technical problem. 
[0016] 

[Means for Solving the Problem] This invention has the following descriptions in order to solve 
the above-mentioned technical problem. 

[0017] It carries out [ that invention of the claim 1 above-mentioned publication comes to have 
an image-display means indicate the image displayed on said display when the motion limit 
community location of the virtual space where said character or said view is displayed on said 
display arrives at in the video-game equipment to which the character displayed on the display 
when a game person operated a control unit, or the set - up view moves by oscillating, and ] as 
the description. 

[0018] Therefore, since according to invention according to claim 1 it comes to have an image 
display means to indicate the image displayed on the display by oscillating when the motion limit 
community location of the virtual space where a character or said view is displayed on a display 
is arrived at, The first game can also recognize that a character is in the condition that it cannot 



operate normally, can move a character to the location where an oscillating indication of the 
image is not given, and a game person can avoid risk for it 

[0019] Moreover, invention according to claim 2 is the image expression approach characterized 
by to vibrate the image displayed on said display in the image expression approach of moving the 
character displayed on the display when a game person operated a control unit, or the set-up 
view, when the motion limit community location of the virtual space where said character or said 
view is displayed on said display is arrived at 

[0020] Therefore, when the motion limit community location of the virtual space where a 
character or said view is displayed on a display is arrived at, in order to vibrate the image 
displayed on the display according to invention according to claim 2, The first game can also 
recognize that a character is in the condition that it cannot operate normally, can move a 
character to the location where an oscillating indication of the image is not given, and a game 
person can avoid risk for it [ as well as above-mentioned claim 1 ] 

[0021] Moreover, invention according to claim 3 is set to the video game equipment to which the 
character displayed on the display when a game person operated a control unit is moved. A view 
judging means to judge whether the view of the image displayed on said display is the object 
location seen from the subjectivity location of the character displayed on a virtual space, or the 
back of said character, When a rolling actuation detection means to detect that said game 
person did rolling actuation of said control unit, and said rolling actuation detection means detect 
rolling actuation of said control unit, The whole background image displayed on said display when 
the view of the image displayed on said display by said view judging means is the subjectivity 
location of the character displayed on a virtual space is made to roll. When the view of the image 
displayed on said display by said view judging means is an object location, it is characterized by 
coming to have the rolling display-control means made to display it that it makes only said 
character roll. 

[0022] Therefore, when a rolling actuation detection means detects rolling actuation of said 
control unit according to invention according to claim 3, The whole background image displayed 
on a display when the view of the image displayed on a display by said view judging means is the 
subjectivity location of the character displayed on a virtual space is made to roll. Since it comes 
to have the rolling display-control means made to display it that it makes only a character roll 
when the view of the image displayed on a display by said view judging means is an object 
location, Since a motion of the image according to the view location displayed on a display can 
be expressed, also from the viewpoint of a game person, there is no sense of incongruity and the 
rolling actuation corresponding to a more nearly actual motion can be expressed correctly. 
[0023] Moreover, invention according to claim 4 is set to the image expression approach of 
moving the character displayed on the display when a game person operated a control unit. The 
whole background image displayed on said display when rolling actuation of said control unit is 
detected and the view of the image displayed on said display is the subjectivity location of the 
character displayed on a virtual space is made to roll. When the view of the image displayed on 
said display is an object location, it is the image expression approach characterized by making it 
display it that it makes only said character roll. 

[0024] Therefore, the whole background image displayed on a display when according to 
invention according to claim 4 rolling actuation is carried out and the view of the image displayed 
on a display is the subjectivity location of the character displayed on a virtual space is made to 
roll. Since it is made to display it that it makes only a character roll when the view of the image 
displayed on a display is an object location and a motion of the image according to the view 
location displayed on a display like above-mentioned claim 3 can be expressed Also from the 
viewpoint of a game person, there is no sense of incongruity and the rolling actuation 
corresponding to a more nearly actual motion can be expressed correctly. 
[0025] Moreover, in the video game equipment to which the character displayed on the display 
when a game person operated a control unit is moved, invention according to claim 5 is 
characterized by coming to have a speed-control means to hold said maximum velocity or the 
minimum rate until it changes the maximum velocity or the minimum rate to a travelling direction 
of said character according to the operating speed of said control unit and then operates said 



control unit 

[0026] Therefore, according to invention according to claim 5, according to the operating speed 
of a control unit, the maximum velocity or the minimum rate to a travelling direction of a 
character is changed, next, since it comes to have a speed-control means to hold said maximum 
velocity or the minimum rate until it operates said control unit, when a game person operates a 
control unit early A motion of the image which enlarges the maximum velocity or the minimum 
rate of a character, and is displayed on a display can be considered as a rapid motion. When a 
control unit is operated slowly, it can consider as the motion which carried out slowly the motion 
of the image which makes small the maximum velocity or the minimum rate of a character, and is 
displayed on a display. 

[0027] Moreover, in the program control approach of moving the character displayed on the 
display when a game person operated a control unit, invention according to claim 6 is the 
program control approach characterized by controlling to hold said maximum velocity or the 
minimum rate until it changes the maximum velocity or the minimum rate to a travelling direction 
of said character according to the operating speed of said control unit and then operates said 
control unit. 

[0028] Therefore, in order according to invention according to claim 6 to hold said maximum 
velocity or the minimum rate until it changes the maximum velocity or the minimum rate to a 
travelling direction of a character according to the operating speed of a control unit and then 
operates said control unit, When a game person operates a control unit early like above- 
mentioned claim 5 A motion of the image which enlarges the maximum velocity or the minimum 
rate of a character, and is displayed on a display can be considered as a rapid motion. When a 
control unit is operated slowly, it can consider as the motion which carried out slowly the motion 
of the image which makes small the maximum velocity or the minimum rate of a character, and is 
displayed on a display. 

[0029] Moreover, invention according to claim 7 is set to the video game equipment with which 
the character displayed on the display when a game person operated a control unit attacks a 
target The lock on meter which displays the level which shows that lock on is possible in the 
target which said character tends to attack, The lock on control means which carries out the 
lock on of the target of the number according to the level displayed on said lock on meter, It is 
characterized by coming to have a lock on meter subtraction means to subtract the level set as 
the target in which lock on was carried out by said lock on control means from said lock on 
meter. 

[0030] Therefore, the lock on meter which displays the level which shows that lock on is possible 
in the target which a character tends to attack according to invention according to claim 7, The 
lock on control means which carries out the lock on of the target of the number according to the 
level displayed on lock on meter, Since it comes to have a lock on meter subtraction means to 
subtract the level set as the target in which lock on was carried out by the lock on control 
means from said lock on meter, It becomes possible to carry out the lock on of the target of the 
number according to the level displayed on lock on meter, and by raising the level which is lock 
on meter, the number of lock on can be increased and more targets can be pushed down on 
coincidence. Therefore, a high score can be obtained, so that a game persons actuation level 
becomes high, and the game expansion according to a game person's actuation level can be 
expressed. 

[0031] Moreover, invention according to claim 8 is set to the program control approach that the 
character displayed on the display when a game person operated a control unit attacks a target 
While carrying out the lock on of the target of the number according to the level displayed on the 
lock on meter in which it is shown that lock on is possible in said target which said character 
tends to attack It is the program control approach characterized by controlling to subtract the 
level set as the target by which lock on was carried out from said lock on meter. 
[0032] Therefore, while carrying out the lock on of the target of the number according to the 
level displayed on the lock on meter in which it is shown that lock on is possible in the target 
which a character tends to attack according to invention according to claim 8 In order to display 
that the level set as the target by which lock on was carried out is subtracted from lock on 



meter, It becomes possible to carry out the lock on of the target of the number according to the 
level displayed on lock on meter like above-mentioned claim 7, and by raising the level which is 
lock on meter, the number of lock on can be increased and more targets can be pushed down on 
coincidence. Therefore, a high score can be obtained, so that a game persons actuation level 
becomes high, and the game expansion according to a game person's actuation level can be 
expressed. 

[0033] Moreover, invention according to claim 9 is set to the video game equipment with which 
the character displayed on the display when a game person operated a control unit attacks a 
target. An item conversion means to change said target into an item if a target is attacked by 
said character, It is characterized by coming to have an item migration means to move said item 
in a longitudinal direction and the vertical direction so that the location of the item changed by 
this item conversion means may be arranged near the advance path of said character, 
[0034] Therefore, an item conversion means according to invention according to claim 9 to 
change a target into an item if a target is attacked by the character, Since it comes to have an 
item migration means to move an item in a longitudinal direction and the vertical direction so 
that the location of the item changed by the item conversion means may be arranged toward the 
direction of the advance path of a character, Even when the character is moving at high speed, 
all items can be acquired, even if the location which the attacked target left distributes, the point 
of each target can be certainly gained as a score, and a game can be enjoyed further. 
[0035] Moreover, invention according to claim 10 is the image expression approach characterized 
by moving said item so that said target will be changed into an item if a target is attacked by 
said character, and the location of the changed item concerned may be arranged near the 
advance path of said character in the image expression approach that the character displayed on 
the display when a game person operated a control unit attacks a target 

[0036] Therefore, according to invention according to claim 10, a target will be changed into an 
item if a target is attacked by the character. In order to move an item so that the location of the 
changed item concerned may be arranged near the advance path of a character, Even when the 
character is moving like above-mentioned claim 9 at high speed, ail items can be acquired, even 
if the location which the attacked target left distributes, the point of each target can be certainly 
gained as a score, and a game can be enjoyed further. 

[0037] Moreover, it is characterized by invention according to claim 1 1 coming to have a murder 
opening display means to cut to the perimeter of said target which intersects the extension of 
the migration locus of said arms, and to display opening in the video game equipment with which 
the character displayed on the display when a game person operated a control unit displays the 
image which cuts a target with arms. 

[0038] Therefore, even when the target displayed on the display is cut from the backside since it 
comes to have a murder opening display means to cut to the perimeter of the target which 
intersects the extension of the migration locus of said arms, and to display opening according to 
invention according to claim 1 1 for example, a game person can make it turn out that it had 
responded to the locus of a sword, opening was displayed on the perimeter of a target, and it 
was cut with the sword. Therefore, even when pursuing actuation of a character, turning a 
camera location (view) to a longitudinal direction, the moment a character cuts a target using a 
sword can be checked. 

[0039] Moreover, invention according to claim 1 2 is the image expression approach that the 
character displayed on the display is characterized by cutting to the perimeter of said target 
which intersects the extension of the migration locus of said arms, and displaying opening in the 
image expression approach of an image of cutting a target with arms. 

[0040] Therefore, in order according to invention according to claim 1 2 to cut to the perimeter 
of the target which intersects the extension of the migration locus of arms and to display 
opening, even when the target displayed on the display like above-mentioned claim 1 1 is cut 
from the backside, a game person can make it turn out that it had responded to the locus of a 
sword, opening was displayed on the perimeter of a target, and it was cut with the sword. 
Therefore, even when pursuing actuation of a character, turning a camera location (view) to a 
longitudinal direction, the moment a character cuts a target using a sword can be checked. 



[0041] Moreover, invention according to claim 13 is said claims 2, 4, 6, 8, and 10 and a storage 
which is characterized by memorizing the control program of the image display approach of 1 2 
publications and in which computer reading is possible. 

[0042] Therefore, according to invention according to claim 13, it becomes possible to acquire an 
operation and effectiveness of above-mentioned claims 2, 4, 6, 8, 10, and 12 by reading the 
storage with which the control program of claims 2, 4, 6, 8, and 10, the image expression 
approach of 1 2 publications, and the program control approach was memorized by computer. 
[0043] 

[Embodiment of the Invention] The gestalt of operation of this invention is explained with a 
drawing below. 

[0044] Drawing 1 is the perspective view showing one example of the video game equipment 
which becomes this invention. 

[0045] As shown in drawing 1 , video game equipment 1 1 is the game machine considered as the 
configuration which performs the shooting game (attack game) to which a score is added by 
attacking a target and gaining an item, while the character which the game person chose flies the 
air. The target which serves as an attack target by this shooting game will change to items, such 
as a gold coin or gold, if an attack is received. 

[0046] Moreover, video game equipment 1 1 consists of the display section 1 3 for the color 
displays prepared in the front face of a case 12, and a control unit 14 ahead located from the 
display section 13. In addition, the CRT display section which used the Braun tube is sufficient 
as the display section 13, or the liquid crystal display section or a plasma display panel is 
sufficient as it. 

[0047] In the top face of a control unit 14, the control lever (joy stick) 15 which operates the 
migration direction of a character, and the throttle lever 16 which operates the passing speed of 
a character have stood up. Moreover, the control lever 15 is supported by the cross direction 
and the longitudinal direction rockable, and can make the migration direction of a character 
change according to the actuation direction. 

[0048] And the discharge carbon button 1 7 of attack means, such as a missile, is formed in the 
upper limit of a control lever 15. When the discharge carbon button 17 of a control lever 15 is 
pushed, lock on becomes possible about a target to the lock on site displayed ahead of the 
character, a character is operated, and a lock on site and a target are piled up. Thus, the lock on 
of two or more targets developed ahead of a character is carried out. Next, a missile is launched 
by coincidence towards two or more targets by which lock on was carried out at the moment of 
press actuation of the discharge carbon button 1 7 being canceled. 

[0049] In addition, the missile launched where lock on is carried out is automatically guided 
towards the target by which lock on was carried out, and even if a character changes a travelling 
direction, it hits a target. Moreover, each target changes to the items (for example, gold 
metallurgy lump etc.) corresponding to the point, respectively. And a character can purchase 
more powerful arms by acquiring an item so that it may mention later. 

[0050] Moreover, the throttle lever 16 is formed in the cross direction possible [ a slide ], if it is 
made to slide to the front, the passing speed of a character will be accelerated, and if it is made 
to slide to the front, the passing speed of a character will be slowed down. And in the gestalt of 
this operation, the actuated valve position of a throttle lever 1 6 is set up so that the control 
input (the amount of slides) which the game person operated may be detected. 
[0051] Moreover, if slide actuation of the throttle lever 16 is carried out so that it may mention 
later, the usual rate according to the control input will accelerate, if operated in an endmost part 
location, maximum velocity will accelerate, and the character displayed on the display section 13 
will be accelerated to a rate still quicker than the usual maximum velocity, if operated within 
predetermined time amount to an endmost part location. Moreover, if reverse actuation of the 
above-mentioned acceleration actuation is performed and a throttle lever 1 6 is operated at a 
stretch in the maximum this side location, to a rate later than the usual maximum moderation, it 
will slow down and the quick stop of the moderation actuation will be carried out. 
[0052] If a game is started, a game person will grasp a control lever 1 5 and a throttle lever 1 6 in 
the condition of having sat on the chair 1 8 installed before the control unit 1 4. And a game 



person will compete for the score which attacked the target copied out on the game image 
displayed on the display section 13, acquired the item of the attacked target, and was obtained. 
[0053] Moreover, a coin slot 41 is formed in the front face of a control unit 14, and the selection 
carbon button 43 for choosing a start button 42, a character, and the arms for an attack is 
formed in the center of a top face of a control unit 14. 

[0054] Drawing 2 is the block diagram of the control circuit included in video game equipment 11. 

[0055] As shown in drawin g 2 , the control circuit 20 consists of CPU block 21, video block 22, 
and sound block 23. 

[0056] The CPU block 21 is a control section which manages the video game equipment 1 1 
whole, and is equipped with the BASUA beater 24, CPU25, main memory 26, ROM27, and CD- 
ROM drive 28. 

[0057] The BASUA beater 24 makes transmission and reception of data controllable by assigning 
bus occupancy time amount to the device mutually connected through a bus. 
[0058] CPU25 is formed accessible with CD-ROM drive 28, the video block 22 and the sound 
block 23, the control lever 15 as an input device, the throttle lever 16, the discharge carbon 
button 17, and the backup memory 29. Moreover, CPU25 performs the initial program (initial 
executive program) stored in ROM27 at the power up, initializes the whole equipment, and if it 
detects that CD-ROM drive 28 was equipped with CD-ROM28a (storage), it will transmit the 
program data for operating systems stored in CD-ROM to main memory 26. 
[0059] Then, CPU25 comes to operate according to an operating system, transmits the 
application program succeedingly stored in CD~ROM28a to main memory 26, and performs the 
program. Moreover, CPU25 transmits image data to the graphic memory 30, and transmits voice 
data to the sound memory 31. 

[0060] And the processing by the program data which CPU25 performs is speech processing 
made to carry out mainly to the input of the actuation signal from a control lever 15, a throttle 
lever 16, and the discharge carbon button 17, the interpretation of the commo data from a 
communication device 32, and the image processing and the sound block 23 that are made to 
carry out to the video block 22 based on it 

[0061] Main memory 26 mainly stores the above-mentioned program data for operating systems, 
and application program data, and also offers the work area which stores static variable, a 
dynamic variable, etc. ROM27 is the storing field of an initial program program loader. 
[0062] The voice data for the image data for the program data for performing the image- 
processing approach of video game equipment 1 1 and image display and a voice output etc. is 
stored in CD-ROM28a. Furthermore, the game control program which performs the shooting 
game which attacks a target by actuation of the control lever 15 which a game person operates, 
a throttle lever 16, and the discharge carbon button 17 to CD-ROM28a as a storage is 
memorized. The control program which performs the Maine control processing shown in drawin g 
8 mentioned later as this game control program, And the control program which performs throttle 
control processing shown in drawin g 9 (acceleration control means), The control program which 
performs motion limit community control processing shown in drawin g 10 (image display means), 
The control program which performs rolling control processing shown in drawing 1 1 (rolling 
display-control means), the control program (a lock on control means — ) which performs lock on 
control processing shown in dra wing 12 A lock on subtraction means, the control program (an 
item conversion means, item migration means) which performs item control processing shown in 
drawi ng 13 , and the control program (murder opening display means) which performs murder 
opening control processing of the sword shown in draw ing 14 are contained. And CD-ROM28a is 
removable, and if equipped with CD-ROM, CD-ROM drive 28 outputs data to that effect to 
CPU25, and makes the data transfer possible by control of CPU25. 

[0063] In addition, a storage may enable it to read data from storages, such as an optical disk 
medium of not only CD-ROM28a but other formats, and a semi-conductor. 
[0064] Moreover, it is good also as a configuration which makes the data stored in CD-ROM28a 
via the communication device 32 transmit to each memory. Thus, a data transfer becomes 
possible from the fixed disk of the server of a remote place etc. by setting up. 
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[0065] The backup memory 29 is formed accessible from CPU25, and has become the storing 
field of setting data including a setup of the progress of the advance situation of the game 
generated in the game transmitted from CPU25, or a game, results, operating instructions, etc. 
[0066] These setting data function as backup data for resuming a game from the condition in 
front of power-source cutoff at the time of power-source cutoff, and also can be used as the 
data for reflecting the actuation condition of other video game equipments in the video game 
equipment 1 1 concerned as it is by exchanging a backup memory 29. 
[0067] The video block 22 is equipped with VDP (Video Display Processor)33, the graphic 
memory 34, and the video encoder 35. The image data read in CD-ROM28a as described above 
is stored in the graphic memory 34. 

[0068] Moreover, according to information required for the image display which reads image data 
required for image display among the image data stored in the graphic memory 34, and is 
supplied from GPU25, i.e., command data, view location data, light source location data, object 
tbe data, object location data, texture tbe data, theque SUTEYA temperature data, visual field 
transformation-matrix data, etc., activation of coordinate transformation (geometry operation), 
texture-mapping processing, a display priority processing, SHIETINGU processing, etc. of VDP33 
is attained. 

[0069] In addition, you may constitute so that CPU25 may perform processing of said coordinate 
transformation etc. Namely, what is necessary is just to assign which processing the arithmetic 
proficiency of each device is taken into consideration, and is used as which device. 
[0070] Moreover, the video encoder 35 changes the image data which VDP33 generated into 
predetermined television signals, such as NTSC system, and outputs it to the display section 1 3. 
[0071] The sound block 23 is equipped with the sound processor 36, the sound memory 37, and 
D/A converter 38. The voice data read in CD-ROM28a as described above is stored in the 
sound memory 37. 

[0072] The sound processor 36 reads voice data, such as a data point ****(ed) by the sound 
memory 37, based on the command data supplied from CPU25, and is DSP (Digital Signal 
Processor). Various effect processings, digital to analog processing, etc. based on a function are 
performed. 

[0073] and boil D/A converter 38 sound processor 36 — the voice data by which Li generation 
was carried out is changed into an analog signal, and it is constituted by the loudspeaker 39 
possible [ an output ]. 

[0074] Communication devices 32 are a modem and a terminal adopter, they are constituted 
possible [ connection with this video game equipment 1 1 ], and the function of them is attained 
as an adapter which connects this video game equipment 1 1 and an external circuit And a 
communication device 32 receives transmitting ****** data from the server for game supply 
connected to the public line network 40, and the supply of it into the bus of the CPU block 21 is 
attained. A public line 40 does not ask the exception of the subscribers loop, a dedicated line, 
and priority wireless. 

[0075] Here, the example of a display of the game performed with this video game equipment 1 1 
is explained. 

[0076] While the character chosen as mentioned above flies the air, video game equipment 1 1 is 
constituted so that the control program which performs the shooting game which attacks a 
target may be read in CD-ROM28a, and the image of the game software concerned is displayed 
on the display section 13. 

[0077] Drawin g 3 is drawing showing an example of the game image displayed on the display 
section 13. 

[0078] As shown in dr aw i n g 3 , the lock on-site 58 and the speedometer 57 which displays the 
speed of advance of a character 45 are displayed on the game image displayed on the display 
section 13 in the character 45 specified by a game person, the background 46 displayed on the 
travelling direction of a character 45, the target 49 which serves as an enemy, and a target 49. A 
character 45 moves to a travelling direction at the rate according to the actuated valve position 
of a throttle lever 1 6 while it is movable in the actuation direction of a control lever 1 5. And 
when a character 54 moves in a longitudinal direction or the vertical direction, the lock on-site 



58 moves to the location which laps with a target 49. Thus, if the lock on-site 58 is in agreement 
with a target 49, the target 49 will be displayed on the condition of having been surrounded by 
the triangular notation 50. 

[0079] (1) Example draw i n g 4 of a display when a character arrives at a motion limit community 
location is drawing showing an example which displayed signs that the character specified by a 
game person was flying the air on the display section 13. (A) is drawing in which a character 
shows the condition under migration rightward, drawing showing signs that the display frame of 
the display section 13 moved (B) in this direction according to the motion of a character, and 
drawing in which, as for (C), a character shows the condition of having arrived at the motion limit 
community location. 

[0080] As shown in drawing 4 (A), signs that the character 45 specified by a game person is 
flying the air are displayed on the display section 13, and the background 46 of the travelling 
direction of a character 45 moves in the direction of this side with the relative velocity according 
to the passing speed of a character 45. Therefore, by the image displayed on the display section 
13, while a background 46 moves so that a character 45 may always be displayed on middle of 
the screen, it is displayed that a background 46 moves toward a character 45 at the rate 
according to the actuated valve position of a throttle lever 16. Thereby, a game person can 
conclude that the character 45 is flying the air. 

[0081] With the gestalt of this operation, the display frame Y of the display section 13 can move 
in the direction of four directions according to the actuation direction of a control lever 1 5 into 
the range X of the virtual space formed by computer graphics which can be displayed. And the 
display frame Y of the display section 13 is fully small to the range X which can be displayed. 
The display frame Y of this display section 13 moves in the inside of Range X which can be 
displayed so that a motion of the character 45 which moves according to the actuation direction 
of a control lever 15 may be followed, and the character 45 is made to be displayed on middle of 
the screen. 

[0082] Here, if a game person leans a control lever 15 rightward, a character 45 will move 
rightward from the center of the display frame Y. 

[0083] If a character 45 moves rightward and moves to the right end side of the display frame Y 
as shown in drawing 4 (B), it will move in this direction so that the display frame Y of the display 
section 13 may follow a motion of a character 45. 

[0084] Furthermore, although a character 45 tends to move rightward if a game person leans a 
control lever 15 rightward For example, when having arrived at the motion limit community 
location which there is a cliff etc. and cannot be moved rightward any more, or when the right 
end of the display frame Y of the display section 13 has arrived at the motion limit community 
location of the range X which can be displayed as shown in drawing 4 (C), the whole image 
currently displayed on the display section 13 is vibrated in a longitudinal direction or the vertical 
direction, migration rightward appears in a game person and soybean flour is reported to him. in 
addition, when a character 45 moves leftward and it cannot move leftward any more, or when the 
left end of the display frame Y of the display section 13 has arrived at the actuation marginal 
location of the range X which can be displayed, the whole image is vibrated to a longitudinal 
direction, migration leftward appears in a game person and soybean flour is reported to him. 
[0085] moreover, when a character 45 moves to above or down and it cannot move to above or 
down any more, or when the display frame Y of the display section 13 has arrived at the 
actuation marginal location of the range X which can be displayed, the whole image is vibrated in 
the vertical direction, migration in the vertical direction appears in a game person, and soybean 
flour is reported to him. 

[0086] (2) Example drawing 5 of a display of rolling actuation in case a view is an object location 
shows the example of a display of the image expressing rolling actuation in case the view of the 
image displayed on the display section 13 is an object location to a player character. The 
characters 45 of drawing in which (A) shows the condition before rolling, drawing showing the 
condition that the character 45 carried out rolling initiation of the (B), and (C) are drawing 
showing the condition of having half-rotated, and drawing showing the condition that the 
character 45 rolled 270 (degrees of D). 



[0087] As shown in drawing 5 (A), it is suitable, the air is flown and the character 45 is usually 
expressed to the middle of the screen of the display section 13 as the posture with which a 
rocket is charged on the back in which it goes ahead. Here, if a game person leans a control 
lever 1 5 rightward rapidly in predetermined time amount, as shown in drawing 5 (B), the 
background currently displayed on the display section 13 will not move rightward, as the control 
lever 15 was leaned rightward to usual, but only a character 45 will start rolling rightward. 
[0088] After being in the condition that 270 degrees rotated, as [ show / a character 45 will be 
in the condition of having half/ 180 degrees and /-rotated as shown in draw in g 5 (G), and / in 
drawin g 5 (D) / further ] by maintaining the condition that the game person leaned the control 
lever 1 5 rightward, in such the condition, it returns to the condition by which it is shown in 
drawing 5 (A). In addition, a character 45 repeats the above rolling actuation until a control lever 
15 is returned to a perpendicular center valve position. 

[0089] Thus, when a control lever 15 is rapidly leaned rightward within predetermined time, a 
character 45 can be rolled by the circumference of a clock, and can avoid the attack from an 
enemy. Moreover, when a game person leans a control lever 15 rapidly leftward, a character 45 
can be rolled by the circumference of an anti-clock, and can avoid the attack from an enemy. 
[0090] (3) Example drawing 6 of a display of rolling actuation in case a view is a subjectivity 
location shows the example of a display of the image expressing rolling actuation in case the 
view of the image displayed on the display section 13 is a subjectivity location. They are drawing 
in which (A) shows the condition before rolling, drawing showing the condition that the display 
image carried out rolling initiation of the (B), drawing showing the condition that the display 
image half-rotated (C), and drawing showing the condition that the display image rolled 270 
(degrees of D). 

[0091] As shown in drawing 6 (A), when a view is a subjectivity location, the virtual camera 
location of the image displayed on the display section 13 becomes the same as the location of 
the eye of a character 45. Therefore, when a view is a subjectivity location, a character 45 is not 
displayed on the display section 1 3, but only the background 46 of a travelling direction is 
displayed on it In this case, since a character 45 is not displayed on middle of the screen, it is 
easy to check existence of a target. 

[0092] Here, if a game person leans a control lever 15 rapidly within predetermined time 
rightward, as shown in drawing 6 (B), the display image 47 of the display section 13 will not move 
rightward, as the control lever 15 was leaned rightward to usual, but the whole will start rolling 
rightward. 

[0093] In such the condition, as shown in drawing 6 (C), after the display image 47 of the display 
section 13 is in the condition of having half[ 180 degrees and ]-rotated and is in the condition 
that 270 degrees rotated, as [ show / in drawin g 6 (D) ] further, it returns to the level condition 
by which it is shown in drawing 6 (A). In addition, you may make it a character 45 repeat the 
above rolling actuation until a control lever 1 5 is returned to a perpendicular center valve 
position. The core of the rolling actuation in this case becomes the location of the eye of a 
character 45. 

[0094] Thus, when a control lever 1 5 is rapidly leaned rightward within predetermined time, the 
display image 47 of the display section 1 3 is rolled by the circumference of a clock. Moreover, 
when a game person leans a control lever 1 5 rapidly leftward, the display image 47 of the display 
section 13 is rolled by the circumference of an anti-clock. 

[0095] (4) Drawing showing the actuation when attacking drawing showing the actuation before 
example drawing 7 of a display of lock-on actuation is an example of a display which shows 
actuation in case a character carries out the lock on of the target and (A) carries out the lock 
on of the target, drawing in which (B) shows the actuation at the time of lock on, and the target 
with which the lock on of (C) was carried out, and (D) are drawing shown in actuation of the item 
which received the attack. 

[0096] As shown in drawing 7 (A), a character 45, the lock on meter 48, and two or more targets 
49 are displayed on the display section 1 3. It is developing to the travelling direction of a 
character 45, and two or more targets 49 are flying toward a character 45. Therefore, a 
character 45 can be attacked after carrying out the lock on of the target 54 which went into the 



lock on site among two or more targets 49 which approach. 

[0097] The lock on meter 48 is a level meter in which the LIFE power (physical strength) of a 
character 45 is shown, and according to this LIFE power value, the number of lock on of a target 
is decided so that it may mention later. Therefore, if the number of targets 49 exceeds the LIFE 
power value, the lock on of all the targets 49 cannot be carried out Moreover, in the case of a 
target with the larger LIFE power value than a character 45, lock on cannot be carried out 
according to the class of target. 

[0098] As shown in drawing 7 (B), when a game person does the depression of the discharge 
carbon button 17 of a control lever 15, the target 49 included in a lock on site changes to the 
triangular notation 50, and lock on is automatically carried out as an attack target. If a game 
person lifts a finger from the discharge carbon button 17 of a control lever 15 the next moment, 
it will attack to coincidence towards each target 49 by which lock on was carried out. Thereby, 
each target 49 which received the attack changes to the item 51 made into the configuration of 
a gold coin, as shown in drawing 7 (C). 

[0099] Furthermore, as shown in dr awing 7 (D), an item 51 moves so that it may gather near the 
course 52 (an alternate long and short dash line shows) of a character 45. Therefore, each item 
51 can be acquired, without changing the course of a character 45. Therefore, it can make all the 
items 51 easy for the character 45 which flies at high speed not to fail to catch an item 51, and 
to acquire certainly. Moreover, acquisition of an item 51 increases the level value of the lock on 
meter 48 a pointed part of an item 51. 

[0100] (5) Example d rawin g 8 of a display at the time of using a sword as an attack means is an 
example of a display a character indicates the actuation at the time of ** to be for a target as 
an attack means using a sword. Drawing in which drawing showing the actuation before (A) cuts 
a target, and (B) show actuation when a character swings down a sword, drawing in which (C) 
shows the location of murder opening of a target from the locus of a sword, and (D) are drawings 
showing the condition of having compounded the flash to murder opening of a target. 
[0101] As shown in drawing 8 (A), the character 45 has brandished the sword 53 to the right 
hand, and is going to attack the target 54. As shown in drawin g 8 (B), the following moment 
character 45 swings down a sword 53, and cuts a target 54. 

[0102] As shown in draw ing 8 (C), it asks for the coordinate location of the polygon side which is 
the murder opening 55 of a target 54 from the migration locus of the point of a sword of a sword 
53. Next, as shown in drawin g 8 (D), a flash 56 is compounded to the murder opening 55 of a 
target 54. Since this flash 56 is expressed so that light may be emitted from the perimeter of the 
murder opening 55, even if there is a virtual camera location in which direction to a target 54, 
signs that a flash 56 is emitted from the murder opening 55 of a target 54 are displayed. 
Therefore, a game person can check that the target 54 has been cut according to the flash 51 
which cuts even if a target 54 is cut with a sword 53 from which direction of a transverse plane, 
a side face, and a tooth back, and is emitted from the perimeter of opening 55. 
[0103] Here, the control processing which CPU25 of video game equipment 11 performs is 
explained. 

[0104] Draw ing 9 is the Maine flow chart of the control processing which CPU25 of video game 
equipment 1 1 performs. Drawing 10 is the Maine flow chart of the control processing which 
CPU25 performs following the control processing shown in drawing 9 . 
[0105] As shown in drawing 9 , CPU25 displays the image for ADOBATAIZU on the display 
section 13 first in step S1 1 (a "step" is skipped below). An attack scene as shown in drawing 7 
(A) - (D) mentioned above as an image for these ADOBATAIZU, for example is displayed on the 
display section 1 3 as a demonstration. 

[0106] In the following S12, it is confirmed whether coin was thrown into the coin slot 41. If the 
coin pilot switch (not shown) prepared in the coin slot 41 is turned on, it will progress to S13 and 
the character selection screen which chooses the character which participates in a game will be 
displayed on the display section 13. In the following S14, if a play person specifies the character 
which participates in a game out of the character which pushed the selection carbon button 43 
and was displayed on the character selection screen, it will progress to S15 and a start button 
42 will judge whether it is the no operated by ON. 



[0107] In S15, ON actuation of a start button 42 displays an image as shown in drawing 4 (A) 
mentioned above, for example on the display section 1 3 as a start screen. If it is detected that 
slide actuation of the throttle lever 16 was carried out by the following S17 to the acceleration 
side, it will progress to S18 and the actuated valve position (rate value) of a throttle lever 16 will 
be read. 

[0108] Then, in S19, the passing speed (in fact relative velocity of a background 46) of a 
character 45 is calculated from the detecting signal of the actuated valve position of a throttle 
lever 16, and the display speed of the image displayed on the display section 13 is adjusted to 
the rate corresponding to the actuated valve position of a throttle lever 1 6. 
[0109] In the following S20, it is confirmed whether the control lever 15 was operated. In S20, 
when a control lever 15 is operated, it progresses to S21 and the actuation direction of a control 
lever 15 and the operating speed of a control lever 15 are read. Then, in S22, a character 45 is 
moved in the actuation direction of a control lever 15, and the direction according to the 
operating speed of a control lever 1 5. 

[01 10] In S23, it is confirmed whether the lock on of the target 49 was carried out In S23, when 
the lock on of the target 49 is not carried out, return and processing of S18-S23 are repeated to 
SI 8 mentioned above. Moreover, in S23, when a target 49 goes into a lock on site and lock on is 
carried out, it progresses to S24 of (the drawin g 7 (B) reference) and drawing^j 0 , and it 
confirms whether attack or not 

[01 1 1] When the target 49 by which lock on was carried out by S24 is attacked, it progresses to 
(the drawing 7 (C) reference) and S25, and the item 51 of a target 49 is acquired (refer to 
drawing 7 (D)). Then, in S26, the point of the acquired item 51 is added to a score. In the 
following S27, it is confirmed whether the counterattack from a target 49 was received. In S27, 
when not receiving the counterattack from a target 49, processing after return and S23 is 
performed to the above S23. 

[01 12] However, in S27, when the counterattack from a target 49 is received, it progresses to 
S28, the carrier beam damage of a character 45 is judged, and the count of a damage is counted 
by S29. In the following S30, the counted value of the count of a damage confirms whether the 
set point n set up beforehand was reached. In S30, when the counted value of the count of a 
damage has not reached the set point n, it progresses to the above S31 and it is confirmed 
whether this stage was completed. 

[0113] In S31, when this stage is not completed, processing after return and S18 is again 
performed to the above S18. However, in S27, when this stage is completed, it progresses to 
S32 and shifts to the next stage. And processing after return and S18 is again performed to the 
above S18. 

[01 14] Moreover, in the above S30, when the counted value of the count of a damage reaches 
the set point n, it progresses to S37 and becomes game over. 

[01 15] In the above S24, when not attacking the target 49 by which lock on was carried out, it is 
confirmed whether shifted to S33 and the counterattack from a target 49 was received. In S33, 
when not receiving the counterattack from a target 49, processing after return and S18 is again 
performed to the above S18. Thereby, the lock on of two or more targets 49 can be carried out 
[01 16] However, in S33, when the counterattack from a target 49 is received, it progresses to 
S34, the carrier beam damage of a character 45 is judged, and the count of a damage is counted 
by S35. In the following S36, the counted value of the count of a damage confirms whether the 
set point n set up beforehand was reached. In S36, when the counted value of the count of a 
damage has not reached the set point n, processing after return and S18 is again performed to 
the above S18. Moreover, in S36, when the counted value of the count of a damage reaches the 
set point n, it progresses to S37 and becomes game over. 

[0117] Thus, GPU25 performs data processing of the shooting game which can gain an item 51 
and can obtain a higher score by carrying out the lock on of the target 49 one by one, and 
attacking it, moving a character 49 by actuation of a control lever 15, a throttle lever 16, and the 
discharge carbon button 1 7. 

[01 18] Moreover, the image data of 60 frames is generated and outputted in 1 second through 
VDP33, each frame changes, and, sometimes, CPU25 performs interruption processing suitably. 



[0119] Here, the interruption processing which CPU25 performs is explained. 

[0120] Drawing 1 1 is a flow chart for explaining interruption processing of the throttle control 

(acceleration control means) which CPU25 performs. 

[0121] As shown in drawi ng 1 1 , CPU25 confirms whether the actuated valve position of a 
throttle lever 16 changed to the acceleration side by S41. In S41, when the actuated valve 
position of a throttle lever 1 6 changes to an acceleration side, it progresses to S42 and it is 
confirmed whether the throttle lever 16 was operated in the 1st acceleration location. And in 
S42, when a throttle lever 16 is operated in the 1st acceleration location, it progresses to S43 
and the passing speed of a character 45 is accelerated at the rate usual with the usual 
acceleration. 

[0122] Moreover, in S42, when the throttle lever 16 is not operated in the 1st acceleration 
location, it progresses to S44 and it is confirmed whether the throttle lever 16 was operated in 
the 2nd acceleration location. And in S44, when a throttle lever 1 6 is operated in the 2nd 
acceleration location, it progresses to S45 and the passing speed of a character 45 is 
accelerated to maximum velocity with the usual acceleration. 

[0123] Moreover, in S44, when the throttle lever 16 is not operated in the 2nd acceleration 
location, it progresses to S46 and it is confirmed whether it was operated to the location where 
a throttle lever 16 crosses the 2nd acceleration location quickly. And in S46, when a throttle 
lever 16 is operated quickly in the acceleration location more than the 2nd acceleration location, 
it progresses to S47 and the passing speed of a character 45 is accelerated to maximum velocity 
with twice [ usual ] as many acceleration as this. While a background 46 moves to a near side in 
drawing 4 (A) in this case at high speed, when a character 45 also moves toward a travelling 
direction, the motion which reaches with twice [ usual ] as many acceleration as this to 
maximum velocity can be expressed. 

[0124] Therefore, when raising and fighting the movement engine performance of a character 45, 
by carrying out slide actuation of the throttle lever 16 greatly to an acceleration side quickly, a 
game person can move a character 45 with maximum velocity in a short time, and can clear each 
stage of a game in a more advanced technique. 

[0125] Moreover, in the above S41, while the actuated valve position of a throttle lever 16 is not 
changing to an acceleration side, it progresses to S48 and it is confirmed whether the actuated 
valve position of a throttle lever 16 changed to the moderation side by S48. In S48, when the 
actuated valve position of a throttle lever 16 changes to a moderation side, it progresses to S49 
and it is confirmed whether the throttle lever 16 was operated in the 1st moderation location. 
And in S49, when a throttle lever 16 is operated in the 1st moderation location, it progresses to 
S50 and the passing speed of a character 45 is slowed down with the usual deceleration. 
[0126] Moreover, in S49, when the throttle lever 16 is not operated in the 1st moderation 
location, it progresses to S51 and it is confirmed whether the throttle lever 16 was operated in 
the 2nd moderation location. And in S51, when a throttle lever 16 is operated in the 2nd 
moderation location, it progresses to S52 and the passing speed of a character 45 is slowed 
down with twice [ usual ] as many deceleration as this. 

[0127] Moreover, in S52, when the throttle lever 16 is not operated in the 2nd moderation 
location, it progresses to S53 and it is confirmed whether it was operated to the location where 
a throttle lever 16 crosses the 2nd moderation location quickly. And in S53, when a throttle lever 
1 6 is operated quickly in the moderation location more than the 2nd moderation location, it 
progresses to S54, the passing speed of a character 45 is slowed down with twice [ usual ] as 
many deceleration as this, and a character 45 is stopped. While the passing speed of a 
background 46 is slowed down in drawing 4 (A) in this case, when a character 45 also moves 
toward a travelling direction and hard flow, signs that it slows down with twice [ usual ] as many 
deceleration as this can be expressed. 

[0128] Moreover, when a game person operates a throttle lever 16 to an endmost part location 
within predetermined time, you may make it gather a rate further from the maximum velocity by 
normal operation. Moreover, the same is said of moderation. 

[0129] Drawing 12 is a flow chart for explaining interruption processing of the motion limit 
community control which GPU25 performs. 



[0130] In S60, as shown in drawing 12 , when the variation rate of a control lever 15 is detected, 
CPU25 progresses to S61 and moves a character 45 in the actuation direction of a control lever 
15. For example, if a game person leans a control lever 15 rightward, a character 45 will move 
rightward from the center of the display frame Y (see drawin g 4 (A)). 
[0131] In the following S62, the display frame Y of the display section 13 is moved in the 
migration direction of a character 45, and a character 45 is displayed in the center of the display 
section 13. For example, if a character 45 moves rightward and moves to the right end of the 
display frame Y, it will move in this direction so that the display frame Y of the display section 13 
may follow a motion of a character 45 (see dra wing 4 (B)). 

[0132] In the following S63, it is confirmed whether the migration location of a character 45 has 
arrived at the motion limit community location of the virtual space by computer graphics. In S63, 
when the character 45 has not arrived at a motion limit community location, it progresses to S64 
and it is confirmed whether the display frame Y of the display section 13 has arrived at the 
actuation marginal location of the range X which can be displayed. In S64, when the display 
frame Y of the display section 13 has not arrived at the actuation marginal location of the range 
X which can be displayed, this interruption processing is ended. 

[0133] However, in the above S63, when the character 45 has arrived at the motion limit 
community location Or in S64, when the display frame Y of the display section 13 has arrived at 
the actuation marginal location of the range X which can be displayed as it progresses to S65 
and is shown in drawin g 4 (C), the whole image currently displayed on the display section 13 is 
vibrated to a longitudinal direction, migration rightward appears in a game person and soybean 
flour is reported to him (image display means). 

[0134] in addition, when the display frame Y of a character 45 or the display section 13 arrives 
at a motion limit community location and cannot move in the vertical direction, or when the 
display frame Y of the display section 1 3 has arrived at the actuation marginal location of the 
range X which can be displayed, the whole image vibrates in the vertical direction, migration in 
the vertical direction appears in a game person, and soybean flour reports to him. 
[0135] Thereby, as a game person can recognize that a character 45 cannot move any more, 
concentrating on a game and does not carry out a useless motion to a character 45, he can aim 
at improvement in a score. 

[0136] Drawing 13 is a flow chart for explaining interruption processing of the rolling control 
which CPU25 performs. 

[0137] As shown in drawing 13 , CPU25 confirms whether rolling actuation of the control lever 
15 was carried out the left or rightward rapidly in S70 (rolling actuation detection means). When 
rolling actuation is carried out by S70, it progresses to S71 and the view setting location of the 
image currently displayed on the current display section 13 is checked. 

[0138] A view setting location confirms whether to be an object location (for a view to be behind 
a character 45) by the following S72 (view judging means). In S72, when a view is an object 
location, it progresses to S73 and only a character 45 is rotated in the actuation direction of a 
control lever 1 5 (they are reference and a display-control means about drawing 5 (A) - (D)). And 
if a character rotates one time by S74, this time will interrupt and processing termination will be 
carried out 

[0139] Moreover, in the above S72, when a view is not an object location, it progresses to S75 
and it is judged that a view setting location is a subjectivity location (a view is the location of the 
eye of a character 45). And in S76, the whole display image currently displayed on the display 
section 1 3 is rotated in the actuation direction of a control lever 1 5 (they are reference and a 
display-control means about drawing 6 (A) - (D)). And if the whole display image rotates one 
time by S77, this time will interrupt and processing termination will be carried out. 
[0140] Thus, when rolling actuation of the control lever 15 is carried out the left or rightward 
rapidly, rolling actuation corresponding to the view setting location of the image currently 
displayed on the display section 1 3 can be performed. Therefore, for example, although a view 
setting location is an object location like before, it is cancelable un-arranging [ of rotating the 
whole display image of the display section 13 ]. 

[0141] Drawin g 1 4 is a flow chart for explaining interruption processing of the lock on control 



which CPU25 performs. 

[0142] As shown in drawing 14 , CPU25 will confirm whether the target 49 went into the lock on- 
site 58 (refer to drawin g 3 ) by S81 in S80, if the location of a target 49 is detected. In S81, 
when a target 49 goes into a lock on site, it progresses to S82 and it is confirmed whether the 
level (LIFE power value) of the lock on meter 48 (refer to drawin g 7 (A)) is larger than the 
physical strength value (point value) of a target 49. 

[0143] In S82, when the level (LIFE power value) of the lock on meter 48 is larger than the 
physical strength value (point value) of a target 49, it progresses to S84, the lock on of the 
target 49 concerned is carried out, and a target 49 is displayed with the triangular notation 50 
(refer to drawing 7 (B), lock on control means). Then, in S85, the physical strength value (point 
value) of the target 49 by which lock on was carried out is subtracted from the level of the lock 
on meter 48 (lock on subtraction means). 

[0144] In the following S86, it checks that the level of the lock on meter 48 in which the physical 
strength value (point value) of a target 49 was subtracted is more than zero. And when the level 
of the lock on meter 48 is more than zero, lock on processing of return and other targets 49 is 
repeated to the above S80. Thereby, the lock on of the target 49 of the number according to the 
level of the lock on meter 48 can be carried out, and a coincidence attack to two or more 
targets 49 can be delivered. 

[0145] However, in S86, when the level of the lock on meter 48 becomes zero, lock on becomes 
improper and this lock on control is ended. 

[0146] Moreover, in the above S82, when the level (LIFE power value) of the lock on meter 48 is 
smaller than the physical strength value (point value) of a target 49, lock on becomes improper 
and this lock on control is ended. 

[0147] Thus, since the aggressivity according to a game persons actuation level can be given 
rather than the case where the number of lock on is being fixed since the lock on of two or more 
targets 49 which responded to the level (LIFE power value) of the lock on meter 48 can be 
carried out, game nature can be raised more. 

[0148] Moreover, when the target 49 plurality from which the LIFE power value differs on the 
screen of the display section 13 appears, a game person can choose and do the lock on of the 
target 49 preferentially. 

[0149] Drawing 15 is a flow chart for explaining interruption processing of the item control which 
CPU25 performs. 

[0150] As shown in drawing 1 5 , the target 49 attacked by progressing to S91 when GPU25 
delivered an attack to a target 49 in S90 is changed to the items 51, such as a gold coin, (refer 
to drawing 6 (C), item conversion means). It is made to move in the following S92, so that an 
item 51 may be made to approach the course 52 of a character 45 (refer to drawing 6 (D), item 
migration means). Thereby, the character 45 which is moving at high speed can acquire 
altogether the item 51 of the target 49 attacked without making a course change. 
[0151] Moreover, it is not concerned with the course 52 of a character 45, but an item 51 moves 
in the direction of four directions and the depth direction of a screen, and you may make it 
located in a line toward the depth direction of a screen, as shown in draw ing 16 (A) - (D). 
[0152] Then, in S93, while a character 45 moves, it is confirmed whether the item 51 was 
acquired. In S93, when the character 45 under migration acquires an item 51, it progresses to 
S94 and the point of an item 51 is added to a game score. Then, in S95, the point of an item 51 
is added to the lock on meter 48. Now, this item control is ended. 

[0153] Therefore, by acquiring more items 51, the level of the lock on meter 48 becomes large, 
and it becomes possible to carry out the lock on of the stronger target 49. Therefore, since the 
game person of upper level can topple a stronger target and can go to the upper stage further, a 
game can be enjoyed further. 

[0154] In addition, in the above S93, when an item 51 cannot be acquired, this item control is 
ended. 

[0155] D raw ing 1 7 is a flow chart for explaining interruption processing of murder opening control 
of the sword which GPU25 performs. 

[0156] In S100, as shown in drawin g 1 7 , when a character 45 attacks a target 54 with a sword 



53 (refer to drawing 8 (A) and (B)), CPU25 progresses to S101 and reads the locus of the 
polygon coordinate of the point of a sword of the sword 53 generated for every image display of 
operation. It can ask for a locus of operation when a sword 53 is swung down from the 
coordinate before the point of a sword of a sword 53, and actuation at hand, a coordinate when 
the point of a sword of a sword 53 intersects a target 54, and the coordinate after the point of a 
sword of a sword 53, and actuation at hand. 

[0157] The coordinate as which the target 54 is displayed is read in the following S102. 
[0158] And in S103, it is confirmed whether the locus of the point of a sword of a sword 53 of 
operation intersects the coordinate of a target 54. In S103, when the locus of a sword 53 
intersects the coordinate of a target 54, it progresses to S104, and cuts in quest of the 
coordinate location of the polygon side which is the murder opening 55 of the target 54 which 
intersects the production of the locus of a sword 53, and opening 55 is displayed on the polygon 
of a target 54 (refer to drawin g 8 (C), murder opening display means). The murder opening 55 of 
a target 54 can be expressed as a polygon side from the unit normal vector searched for from 
the locus of the point of a sword of a sword 53 of operation. 

[0159] Then, in S105, the polygon of the flash 56 currently beforehand created to the murder 
opening 55 of a target 54 is stuck (refer to drawing 8 (D)). Since it is displayed that a flash 56 is 
emitted by the perimeter of the murder opening 55 since the murder opening 55 of a target 54 
and the polygon of a flash 56 which were cut with the sword 53 cross by this, even if a game 
person attacks a target 54 from which direction using a sword 53, he can check from an image 
that the target 54 has received the damage. 

[0160] Therefore, even when a character 45 brandishes a sword 53, and attacks a target 54 and 
the camera location (view location) is moving, it can recognize visually that the flash 56 was 
emitted from the perimeter of the murder opening 55 in alignment with the production of the 
locus of a sword 53, and the target 54 received the damage irrespective of the camera location 
(view location) by that. Therefore, while a target 54 can express the moment of being cut with a 
sword 53, also in the scene where a character 45 and a target 54 move violently mutually, it 
becomes possible to display more clearly the force at the time of using a sword 53. 
[0161] In addition, although the contents of a game by which the air is flown, and a character 45 
carries out the lock on of the target 49, and attacks it were mentioned as an example with the 
gestalt of the above-mentioned implementation, it may not restrict to this, and that to which a 
character 45 can move underwater may be used, or a character 49 may get into [ a fighter a 
submarine, etc. ] and may attack a target 49. 

[0162] Moreover, although the scene where a character 45 attacked a target 54 using a sword 
53 was raised with the gestalt of the above-mentioned implementation as an example, of course, 
it is applicable to the scene which persons not only with this but a sword fight. Moreover, the 
above flashes 56 are stuck on murder opening of a target at the moment of receiving a damage 
also in the scene fought instead of a sword using arms, such as a spear and a bow, and things 
are also made. 
[0163] 

[Effect of the Invention] Since it comes like **** to have an image display means to indicate the 
image displayed on the display by oscillating according to invention of the claim 1 above- 
mentioned publication when the motion limit community location of the virtual space where a 
character or said view is displayed on a display is arrived at, The first game can also recognize 
that a character is in the condition that it cannot operate normally, can move a character to the 
location where an oscillating indication of the image is not given, and a game person can avoid 
risk for it 

[0164] Moreover, when the motion limit community location of the virtual space where a 
character or said view is displayed on a display is arrived at, in order to vibrate the image 
displayed on the display according to invention according to claim 2, The first game can also 
recognize that a character is in the condition that it cannot operate normally, can move a 
character to the location where an oscillating indication of the image is not given, and a game 
person can avoid risk for it [ as well as above-mentioned claim 1 ] 

[0165] Moreover, when a rolling actuation detection means detects rolling actuation of said 



control unit according to invention according to claim 3, The whole background image displayed 
on a display when the view of the image displayed on a display by said view judging means is the 
subjectivity location of the character displayed on a virtual space is made to roll. Since it comes 
to have the rolling display-control means made to display it that it makes only a character roll 
when the view of the image displayed on a display by the view judging means is an object 
location, a motion of the image according to the view location displayed on a display can be 
expressed. Therefore, also from the viewpoint of a game person, there is no sense of incongruity, 
the rolling actuation corresponding to a more nearly actual motion can be expressed correctly, 
and the actuation in a game can express by the more powerful image. 

[0166] Moreover, the whole background image displayed on a display when according to invention 
according to claim 4 rolling actuation is carried out and the view of the image displayed on a 
display is the subjectivity location of the character displayed on a virtual space is made to roll. 
Since it is made to display it that it makes only a character roll when the view of the image 
displayed on a display is an object location and a motion of the image according to the view 
location displayed on a display like above-mentioned claim 3 can be expressed Also from the 
viewpoint of a game person, there is no sense of incongruity and the rolling actuation 
corresponding to a more nearly actual motion can be expressed correctly. 
[01 67] Moreover, according to invention according to claim 5, according to the operating speed 
of a control unit, the maximum velocity or the minimum rate to a travelling direction of a 
character is changed, next, since it comes to have a speed-control means to hold said maximum 
velocity or the minimum rate until it operates said control unit, when a game person operates a 
control unit early A motion of the image which enlarges the maximum velocity or the minimum 
rate of a character, and is displayed on a display can be considered as a rapid motion. When a 
control unit is operated slowly, it can consider as the motion which carried out slowly the motion 
of the image which makes small the maximum velocity or the minimum rate of a character, and is 
displayed on a display. Therefore, since a game person responds to the operating speed of a 
control unit and a motion of a character can be accelerated or slowed down, it becomes possible 
to display becoming easier to carry out actuation of operation of the character, and a more 
powerful motion. 

[0168] Moreover, in order according to invention according to claim 6 to control to hold said 
maximum velocity or the minimum rate until it changes the maximum velocity or the minimum 
rate to a travelling direction of a character according to the operating speed of a control unit 
and then operates said control unit, When a game person operates a control unit early like 
above-mentioned claim 5 A motion of the image which enlarges the maximum velocity or the 
minimum rate of a character, and is displayed on a display can be considered as a rapid motion. 
When a control unit is operated slowly, it can consider as the motion which carried out slowly 
the motion of the image which makes small the maximum velocity or the minimum rate of a 
character, and is displayed on a display. Therefore, since a game person responds to the 
operating speed of a control unit and a motion of a character can be accelerated or slowed 
down, it becomes possible to display becoming easier to carry out actuation of operation of the 
character, and a more powerful motion. 

[0169] Moreover, the lock on meter which displays the level which shows that lock on is possible 
in the target which a character tends to attack according to invention according to claim 7, The 
lock on control means which carries out the lock on of the target of the number according to the 
level displayed on lock on meter, Since it comes to have a lock on meter subtraction means to 
subtract the level set as the target in which lock on was carried out by the lock on control 
means from said lock on meter, It becomes possible to carry out the lock on of the target of the 
number according to the level displayed on lock on meter, and by raising the level which is lock 
on meter, the number of lock on can be increased and more targets can be pushed down on 
coincidence. Therefore, a high score can be obtained, so that a game persons actuation level 
becomes high, the game expansion according to a game person's actuation level can be 
expressed, and both beginners and upper persons can enjoy themselves. 
[0170] Moreover, while carrying out the lock on of the target of the number according to the 
level displayed on the lock on meter in which it is shown that lock on is possible in the target 



which a character tends to attack according to invention according to claim 8 In order to control 
to subtract the level set as the target by which lock on was carried out from lock on meter, It 
becomes possible to carry out the lock on of the target of the number according to the level 
displayed on lock on meter like above-mentioned claim 7, and by raising the level which is lock 
on meter, the number of lock on can be increased and more targets can be pushed down on 
coincidence. Therefore, a high score can be obtained, so that a game persons actuation level 
becomes high, and the game expansion according to a game person's actuation level can be 
expressed. Therefore, a high score can be obtained, so that a game person's actuation level 
becomes high, the game expansion according to a game person's actuation level can be 
expressed, and both beginners and upper persons can enjoy themselves. 
[0171] Moreover, an item conversion means according to invention according to claim 9 to 
change a target into an item if a target is attacked by the character, Since it comes to have an 
item migration means to move an item in a longitudinal direction and the vertical direction so 
that the location of the item changed by the item conversion means may be arranged toward the 
direction of the advance path of a character, Even when the character is moving at high speed, 
all items can be acquired, even if the location which the attacked target left distributes, the point 
of each target can be certainly gained as a score, and a game can be enjoyed further. 
[0172] Moreover, according to invention according to claim 10, a target will be changed into an 
item if a target is attacked by the character. In order to move an item so that the location of the 
changed item concerned may be arranged near the advance path of a character, Even when the 
character is moving like above-mentioned claim 9 at high speed, all items can be acquired, even 
if the location which the attacked target left distributes, the point of each target can be certainly 
gained as a score, and a game can be enjoyed further. 

[0173] Moreover, even when the target displayed on the display is cut from the backside since it 
comes to have a murder opening display means to cut to the perimeter of the target which 
intersects the extension of the migration locus of arms, and to display opening according to 
invention according to claim 11 for example, a game person can make it turn out that it had 
responded to the locus of a sword, opening was displayed on the perimeter of a target, and it 
was cut with the sword. Therefore, even when pursuing actuation of a character, turning a 
camera location (view) to a longitudinal direction, the moment a character cuts a target using a 
sword can be checked. 

[0174] Moreover, in order according to invention according to claim 12 to cut to the perimeter of 
the target which intersects the extension of the migration locus of arms and to display opening, 
even when the target displayed on the display like above-mentioned claim 1 1 is cut from the 
backside, a game person can make it turn out that it had responded to the locus of a sword, 
opening was displayed on the perimeter of a target, and it was cut with the sword. Therefore, 
even when pursuing actuation of a character, turning a camera location (view) to a longitudinal 
direction, the moment a character cuts a target using a sword can be checked. 
[0175] Moreover, according to invention according to claim 13, it becomes possible to acquire an 
operation and effectiveness of above-mentioned claims 2, 4, 6, 8, 10, and 12 by reading the 
storage with which the control program of claims 2, 4, 6, 8, and 10, the image expression 
approach of 1 2 publications, and the program control approach was memorized by computer. 
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DESCRIPTION OF DRAWINGS 
[Brief Description of the Drawings] 

[Drawing 1] It is the perspective view showing one example of the video game equipment which 
becomes this invention. 

[Drawin g 2] It is the block diagram of the control circuit included in video game equipment 11. 
[Drawing 3] It is drawing showing an example of the game image displayed on the display section 
13. 

[Drawing 4] The character specified by a game person is drawing showing an example which 
displayed signs that the air is flown on the display section 13, and (A) is drawing in which a 
character shows the condition under migration rightward, drawing showing signs that the display 
frame of the display section 13 moved (B) in this direction according to the motion of a 
character, and drawing in which, as for (C), a character shows the condition arrived at the 
motion limit community location. 

[ Draw ing 5] The example of the image expressing rolling actuation in case the view of the image 
displayed on the display section 1 3 is an object location of a display is shown, and the 
characters 45 of drawing in which (A) shows the condition before rolling, drawing showing the 
condition that a character 45 carried out rolling initiation of the (B), and (C) are drawing showing 
the condition half-rotated, and drawing showing the condition that a character 45 rolled 270 
(degrees of D). 

[D r awin g 6 ] The example of the image expressing rolling actuation in case the view of the image 
displayed on the display section 13 is a subjectivity location of a display is shown, and they are 
drawing in which (A) shows the condition before rolling, drawing showing the condition that the 
display image carried out rolling initiation of the (B), drawing showing the condition that a display 
image half-rotated (C), and drawing showing the condition that a display image rolled 270 
(degrees of D). 

[Drawing 7] Drawing showing actuation when it is the example of a display which shows actuation 
in case a character carries out the lock on of the target and drawing showing the actuation 
before (A) carries out the lock on of the target, drawing in which (B) shows the actuation at the 
time of lock on, and (C) attack the target by which lock on was carried out, and (D) are drawings 
showing actuation of the item which received the attack. 

[Dr aw ing 8] A character is the example of a display which shows the actuation at the time of ** 
for a target using a sword as an attack means, and drawing in which drawing showing the 
actuation before (A) cuts a target, and (B) show actuation when a character swings down a 
sword, drawing in which (C) shows the location of murder opening of a target from the locus of a 
sword, and (D) are drawings showing the condition compounded the flash to murder opening of a 
target. 

[Drawing 9] It is the Maine flow chart of the control processing which CPU25 of video game 
equipment 1 1 performs. 

[Drawing 10] It is the Maine flow chart of the control processing which CPU25 performs following 
the control processing shown in drawing 9 . 

[ Draw in g 1 1 ] It is a flow chart for explaining interruption processing of the throttle control which 
CPU25 performs. 



[Drawing 12] It is a flow chart for explaining interruption processing of the motion limit 
community control which CPU25 performs. 

[Drawin g 1 3] It is a flow chart for explaining interruption processing of the rolling control which 
CPU25 performs. 

[D rawin g 14] It is a flow chart for explaining interruption processing of the lock on control which 
CPU25 performs. 

[Drawing 15] It is a flow chart for explaining interruption processing of the item control which 
CPU25 performs. 

[Drawi ng 1 6] It is drawing showing actuation of the item in which it is the modification which 
shows actuation in case a character carries out the lock on of the target, and drawing showing 
actuation when drawing showing the actuation before (A) carries out the lock on of the target, 
drawing in which (B) shows the actuation at the time of lock on, and (C) attack the target by 
which lock on was carried out, and (D) received the attack. 

[ Drawin g 17] It is a flow chart for explaining interruption processing of murder opening control of 
the sword which CPU25 performs. 
[Description of Notations] 

1 1 Video Game Equipment 

12 Case 

13 Display Section 

14 Control Unit 

1 5 Control Lever 

1 6 Throttle Lever 

17 Discharge Carbon Button 

20 Control Circuit 

21 CPU Block 

22 Video Block 

23 Sound Block 

25 CPU 

26 Main Memory 

27 ROM 

28 CD-ROM 

33 VDP 

34 Graphic Memory 

45 Character 

46 Background 

47 Display Image 

48 Lock on Meter 

49 54 Target 
51 Item 

53 Sword 

55 Murder Opening 

56 Flash 
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i7-{f A^ft#g{C J; *) ^ $ tllcT J f A©feg^ 

[»3fas 1 0 ] Tmm-hmm^mm *> £ t tc «t 0 

fflia+-f 77 £ (cj;«3 dz-y^ h*5JStSS§ft5i|?gB$ 
—-7"* 7 h^rT-Y f AKtftl, 3l»l3tlfc7-ffA 

©fig?riflB+ t7i> $ ©jiff iH3S©:£|3jK:[Sj#>-3 tie 

g§ tf£ .J: 5 5CMIBT f A?r^«i§ ^5 C i £<fS»i 

[it*ii 1 1 ] iSis^affspia^s c t k j: d 



(3) 

3 

fglBff^©#»ftg#©Sfig|3# t$iM.?mm$-¥v 

* c t &m t tz t*r * y- am. 

[»3fcgl2] y**y WKSn*S;hfc* + 7d7* 
f » h £$SB§i©W£i?*l#&K fco 

10 

C!t*ai3] MfBfit*^ 4. 6, 8. 10. 1 

2 ummmmimm^n y* j-prmmommy 

[#PJ3©f¥»OTJ] 
[0 00 1 ] 

[fPJ©JSyS&Mff] itSt^f^^ 

r&trr 5 c t it «t f§ 5 «t 6 «§j& $ ftfc try * 

y- ASMSO'H^^ffiS^IBttlitf KBW So 20 
[0 002] 

m&<D%m] may- A-fe > ^©jB&jfestcsstB 
ais© * -y ? h b uifih-m bx < * a 5 k t 

WGC^Sft-Sy Wy* + 5££ (y-A±©£A 30 
K«S%Snfc«»©*-y 9 h*JB^S«5-TSC iKJ: 
[0 0 0 3 ] § £{C. C©lOfft^'-AgITiJ, 

* 2 ftfc£W4?RfT b 6«$ff T * M&O *-tfvY 

[0004] t/c, y -f ^yix^±(c^§nr^5* 
-y»hB, ?**tcj:9$S3ft£<!:, jt-y» 

h©*V>h (^&*-y»h©fl«tK:j£t;Tife«>6*i 40 

X^&V -J 7$L) iCI&Df > £'©T f - A 

^3tifc«ra*^T l h^xm^or -ffA 
*wf»r*. c©mt# snfcT-ff-A©^-f>h^ji^ 

^©If.^.i^ 1 ?. ^g>*r-i^cr-f xy-y 

£££#"?#£>,, **5**jW&»Lfc*-y 
» h©#-f J:53*#tt*W**AT 

[0005] s/c mwm^Mbr^tmau^t^ 50 



^2 0 0 1 -2 32 05 6 
4 

(«D # - y f h <fc <0 # > f- ygH>x* 5 + v 
«fc i 3^<©7-^rA«ff SC£j6JSS 
[0 0 06] 3 6tC. Kftt^a^Xf^ v^^&j 

■5. fct, *-y? ^6* + 5^*^©ij[|S^.5 
£, * + vi'^«rn-i;>^Siir©^6©^*iaM 
y5C£y-ets. 

[0 00 7] $fc. ^t7*$ii t f^^b-ZKi* 

IffiBXffcWsfoay* 6 ft /cSftKfMfflft r 
©&«5JffiT?&y jr-y» h^6©5felg=&MWc 
5 . *St>t*7-f y A£SW#yS©St#jtt«SB£»fi§ 

fts, 

[0 0 0 8] ttc, ** ; 7i>$iPM$:W^X\,>&m&l,c 
tt, jf-^j \-ZMlt&-yX®ZCtl l Cj:*) b 
ifi7 ^T^cmtbX T4 T A£ftf#-f £ C ttfiXH 
So C©i*^ *-y? h©B£KJ:oTl@©?SaE-e 

aw**-y» Ft, SGKiicJiarcflf-Bsf-ya h 
a***), fo^-y? h©*v>h (ci-o 

[0 009] 

[»HA«»ftLJ:5i"r-5Wi] £t3^ ±IB©cfc5 

^^©t'y^y-ASsitcfc^Ttt, ^Rtfrv ^y 
#tcwm^+ + 5 * *5&»*neLfc**>ft < &s/c 
* + 5 £ # asgsftUfMasscii o s c £ (cm* 5 

[0 0 1 0] ttc. mSM&i'a'tZ.rj vZZlEftm 

a tcixfrtiftim bx**z>?$ zmm&mftx n - y 

>^3ifSiS^ < y^^yw-f(c^SftT^5WM*s 
HSST * t £ tc J: «3 n - y > ifW&tk mmbx^&tf, 

m*** f 5 f *©si*KKes ftr^s«^ 
-ck + ^^yn-y^ kwr^w y o - u > 

rzfrm.<dW}% <D&w&&m?&&Mffifi-%.x h~>tc 

[0 0 12] 3 6{c. n»**>r*5if-y 



(4) 

5 

[0013] *fc. mmt, m&soz-Vv h^smo 

-fo) ot, ^©<£ 5 fcffiB-f** 1 . 7-f-f A{c^kb 10 

[ooi4] §?>ic, mat, *+7**ifi$[*n-o-c 

*sf -f x :/ u-f tcjim3ftf\ $ ~~f v Y Mtybhtc® 

[00 15]*cr. ^BJ^IBPS^K^Ofct'T 1 
[0 0 16] 

[0017] mm^m 1 iBjs©fpj«. msm-mi* 

gP^Jiff T SCifcJc^rwXr/lW 3 ft fc+ * 
7i-^S/c ttR£ 3 ftfcSjftfcSW 3 ii S f r 4" A 
^gscfc i > r , SufiB^ + 5 i> $ S fc«tulBtl *^*iriar 

tct^m^T-i x 7' u -i" § ftfclill^JMilt^ § 

[0018] ts-^r. nmsi i b«©«wk j:n«. * 40 

7 # £ * fc{iB«fBlI*^7 i •< X V' \sA icmfjk 3 ft £ M 

§ ftfcKft«&ft&CT $ tt Slta^fg^fAtft 4 

Kift-ct «t b *5Ci £»C * . PHfttf&ftbft 
^3 ft&iMftSfc* + 7 i> % #ZWiZ®M? 

[0019] 3tt#J52fBK©$S?Btt, iBg£g#Sfc 

•p 5 * * * fc»S5£ $ ftfcft* «A 3 ti: 3 Bfi»^ 50 



00 1 -2 320 5 6 

6 

X ^ Is ■< K«g53 ft S<KSSBI©«f«lIS5?fiC{tK: it L fc 
<b t? SuIBt" ^A^f ica^§ ftfcH*£&*&$ #5 C 

[0020] u-ix, iM&i2ie«K>Mi(cj:na. * 

+ 5 # $ * fctemif Bffl 7 s -f x -/ u -f {cg|7js 3 ft 5 
iSSra©^«6RS#fiB(c^ bfcitf^X7'u-y {c«^ 
SftfcBHft*JittS-a-4fc». ±E»*3S1 iPI#ic^ 

t^figK^ + 5 * £ &Stt3tt'C%eik*BiB-*-£ C i *s 
[0021] ifc, !i*JM3ia»©^«. aaR#*«j» 

r -/ x 7* u ica^ § ft h m&<Dtmi)mmg.m v:mm 

i t , iff Bfflj*i*iJ5£#S«: <fc ! 3 ir I B^ ■< x ^ u -i icm.^ 
§ ft SWtfJCDSl^Wigffi^lfflKa^S ft-5 * + ^ f * © 
* »*fjf Bt" ^ x 7" u y (c«^3 ft S 

OTBt 1 ^ X 7 U tc«^ 3 ft -5 B^©m 
~£ib Sit^icttBUlB^ f 9 1> $<Ofr*i n- y > ^ 

[0 02 2] ff*«3ia«©^BJK < fcft« ) P 

*^3ft -2.iI»©!I.#^Mi^raic^3 ft^>+ +• 5 * 
£©£tl&gr*S»£fc:H:7w X^b-Y(c«^3ft5 

D r -f x 7- u tcg^ 3 ft 4H4*©& jfeWgaffiB-? « 
•5 J»^5C B * 1 9 * $ ©* * P - 'J > y 3 -tf -5 cfc 5 K ft 

^3#-5p-y>^a^fij»is ; &«x.r^^fc&, r 

^ x 7' u -Y (Cft^3 ft Sm^fiBfcjS D?cH«©tt * % 

So 

[ 0 0 2 3 ] IJ»*3i4E«0»W«. »S#39S» 
fp SP 4^ff 7 -5 C i «c cfc 9 r -f x V V>4 icft^ 3 ft tc * 

5 d» * 3 * W^a^T^ffiic fc^ r . fjf 
gp© p - y > tmtii 3 ft/c i t , MIBr X ^ b 
W tc** 3 ft 3 Hft<DO£tfffi»aH CCft^ 3 ft 3 * + 
5 9 ^©ilSfiBr * ttttriBr * x 7" u ^ fc^ 

u -r Kft^ 3ft£n&©m.&#ggftg-? &-sii^c » 



7 

[0 024] t£oT. lt^4IB*g©|6BJ(cJ:tia i P 

- y > y&flES nfcitf^7'u-/ ic&ct s tim®. 

®ajSrtHB8BfflBK:«5*S ft* * t y t> % ©itlfigr 

ifi%W&M-Xh * 5 V % ©<&£ a - »J > ^ 

^ifSJ^KS^StfSfc^ ±i2IS3£ii3£|^iK:y 

[0 02 5] ff^5f2«©|6BJK, jtg^Sgsl 

iftflPffoHf^UKKje or buI2+ t7« cDitfT 
SfWW^© % s c £ £ f 5 h <ov h £ o 20 

+ * 5 * ^©s^dtesfcfjsffiiis^* 

^ X7'iWCtil^$ft£iIHI;©»t£s9>-? < 5 £ bfcffl) 30 

[0027] mxmemmwmt, m.mm 

* 5 f * § 5 ya ^7 a$ iJffli^Sicte^r . it 

i: 5 KWflrra c t s yn w Afijw^r 

[0028] m-ox. gu^seeasojiwtcjihtf. at 40 
{^©SftjKKStfSDT* £©31tT#ft^©ft;*: 

k«. + + 5 * *©*7yiss fctwHsaa*** < i> 

XT-t^y'V-i tcmnk 2 ft £■&©» t %;St$tft«l t £ 
■tZCttf-VZZ. 50 
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[0029] m^mnmomMu, msemm 

ftB&mt £ C £ ft «fc 0 7 s -f X^U >f icmtrsS ft/c* 
D ? # sf- > pftg-C^ 5 C £ JSt^-T A^^lT 5P-; 

^i/R:j£0fct$:©£--y? h£n » i>*y?&x2 

ywmwt. £ . Ana p ? f * >*ijii^fs(c «t o n » ^ * 

>^-^^6«#T5n^i'^>^-^^ia£, 4 
«x. r ft S C £ £ f S *> ©r* 4 . 

[0030] m-ox, m^mimmo^m^c^nu. * 

Ht?*-5C£'&^-ru-<Jl' ; lr^-rSn^^*>y-$ 
£« n^^^>y-$K^§n?cU^;Wcjt;Dfc^© 

i^S $ tilt tu IBn » * * >^ - $ to h'fmt % 
Uv9*yj-Z$m&gtt. ZffiZ-XKZtcisb, P v 
-ZKWn § ftfc u-^Ji/Kja: Ofc»© * -y » 
H*P9i'*>T-5C£^'5Jt6icft0 > Oj^W- 
£©l^;t/£±tf£C£Jt<fc9P?*tf>ifc£$^T 

j;o^<®f-f5 hiB^tca-rci^-ct-s. ^© 
mm-f?>ctftx%&<, 

[0 03 2] &^>X, «2j018iStt®^l(C«fcn«. + 

ftT-frzctz^uyztyj-ZicmmStitcu^ 

Memo ?c$i<D £-y?h£Ps>#:*>1- £££&£, 
P<^ >?*yZtlfc%->?y KCta^SnfcU^SrP^ 

fE D fc^[© ^ - y » h « P » £ * >f S C £ #WlttC ft 
fp, P^^3(->y-^©K;l/?:±^-5C£Kcfc l 3P^ 
^*>|St=&it^LTJ:!3^<©^-y9 h%|S]B#(C|iJ1- 

IS D fey- AMHig^T 4 C £ ^"C * 5 . 

[ o o 3 3 ] a*3i9ffits©«wB t am^a 



(6) 
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flF»*tWlpr S C i «fc D 9* A X ? W itH^S *ifc* 

t^^^-y^F fcijfltiy £ eyt y- Aggies 

£. Str^yA§Wglfc£ggS&Sftfc7^yA©ft 

g^mriay + v * * © jiff gK©ia»{csa § s * 5 
{cfriar -Y yA&Sia^RULbT^flKtH&a ti-sr 

t&£„ 

[0 034] foT, »3jtS9iBl8©?69JKJ:tltf. * 10 

#J^Ci:9^3ftfc7^yA©fig£** yZUCDM 
fj&SWfifo fc fa j&> r> TSB 3 1* 4 <£ 5 K: 7 y A 

$ - y »; h tmhtc&mcftlk 3ftT^Tk&2-y* 

y-A*J:fJ-JB*L/«fCi*JT#S. 20 
[0 03 5] * fc. ft3}<JS 1 0E«S©*Htt, j88#&J 
»fls«*t*fl?r*e £ fc «fc *) f a* y U -f ic*^3tifc 

y + 5 * $ a** ~y ? h &m?&wm8MJs&tctoi,> 
t, away + 5 jt-y» h#i#ts£ti5£ir 

IB*-y^ F^-^f AR»U S«^fe3tl/c7-Y 
r A©{ig£iuiB* i- 7 * 5?©3ttTgSS©a#K:ieg§ 
if 5 <fc 5 {cfTSr -f r C 4 

[0036] m-ox. mmmi ommomm^^mt, 

y + 5**K:J:»j*--y? htfJESflSStiSif-y* h 30 
^7^fAKtlU 3Kgafe3*lfc7-fyA©ft«* 
+ t5* £©»t g?§©«cl3g3 * «fc 5 K 7 y 

A^#»2-a-s/cS). ±iaw 9 £ y + ? 2 * 
tmmx^n u t t, > s «^t & £t© 7 y a *Bt»-r 

*C&J&»r*. #*t/fc*-yy h#«ftfcffiBK:#tS[ 
3 ftTl >T fc&ir-y » h ©# -f > h «lMX<Cftj£ £ 0 
T»8y*C£j&S"Cfc. y-A£<fcl)-Jg£Ufe£# 
Tt£ 0 

[oo37]^&, n&s 1 1 iBigc^Hjs^ mm& 
Wftt^mtt 5 c t k j: o y * x y u § n/c 40 

f*y- A«MC*»t,>T. irlBRH©^tt«i»©gSg|5 

#£3W*iMfa£-y? Ko±HK*r»jp*«^r4 
w 0 pa^®&flM.T&s c i t©T* 

[0 0 3 8] U-oX, tmm 1 1 iBtt©#£9Jtc 

Buiaan©^tt4)i»©sfigp^ £ £M7 £ * -y ? h © 

±J1 (c«f 0 P^**y SDf *> P«S^gl*<litx & £ fc 

26. Mx. «, y -f * y u § titc $ - y ? v 

ZMfrBWbhtcm&xb, *0©«i8tcj£&fciirf)P# 50 
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#-y » h ©£«e*5*3 *tc*hc <t 9 «j6 n/c c i % 

( ft * ) tc 11 1 &3&s 5 + + 5 * * ©ttft* il 

C>*»W4tB^ , Cfc* + 5i'i»*JM«:ftr>Tf-y» 

[003 9] 1 2 !B«©^BJ«, T-i^y' 

n«©iB«a^^rffi«:fci»T. |fr!aRH©#tti)i!E*©s 
fii!^i3^y£iwia#-ys' ho^KHftjp*^ 

[0040] ge^T, SimsS 1 2 !B«©|PJ£c c fcftSy 

n®©^»a»©5£S9»ixnrs$-y5 h©^n 

fctr9P**m*-Sfc*. ±1311*311 li|i]«£cpjx 

« ( y^xyu-f(c^$4afc*-y^ t 

m h ntc *^t . «©«i»{c j£ c fcif 9 p#s * -y 7 

ttz^favmbtzifih* * 5 * 3f©j&fp%iit>*>tf s 

»^T * + 5 * * T * - y ? h £tt £ WW 

[004 1 ]|fc, IfJCT 1 3IB»©^Bja, MIBft* 

112, 4, 6. 8. 10, 1 2mn<Dm&mm5m<DU\ 
siy o y 5 A#ifBfi 3 nfc c t itaa^ta- 

[ 0 0 4 2 ] &ot. mm. 1 3 tB«©n?itcj;ntf . 

m*m2, 4, 6, 8, 10. 1 2dftZ>Hft&3t&& 
SO'^n y 5 AMK^£©Mflpya y^ A*siB!«3n/c 

*3S2, 4, 6, 8, 10, 1 2 ©fOT • C 

[0 043] 

[ »9f ©H»©^J» ] HTM i fttc*^Bj©HJS©^ 

siKioiJTiftBj-rs. 

[ 0 0 4 4 ] 0 1 t£$sgicc&3 t*y*y- A^g©- 
H6i0!l^^y#fiSHT*s. 
[0045] iai{c^3n-5«fc5{c, t-yyy-Agg 
1 1 », jlK«a>'SiR * 9 * * asagcfj «Rfr U & 

n m&jfiim § n 5 ^> » - y a > yy- a <a»y- 

A) &tf51iJ&£$ftfcy-A|iT*£ <> C©->^.-f 

^>yy-Arij»g#itt4*-y» h». 

^2><b, if$fcii^f©7-/7AK^tfS 1 
[ 0 0 4 6 ] b*y*y-A§£g 1 1 ». ftft 1 2 

©ifffi(cga^€>ti?c*5-^ffl©y^^yu-rggi 3 
i, ry *ywa$i 3*9W*Kfigysfisf^i 4 
tfrhtzi. y-f ^yuwgpi 3». -/^^^s?: 
c r t y ^ ^ y b -y *> » u * 4 1 > oa» 
y^ xyu^SBismjy^xvs^^-^^TfeH 

[0 047] »flFg|J 1 4©±I(CB, +t7i'3f©|tt 



11 

i. vzzofemmLzwfeTzz.nv fjh^<- 
ie#iBfii/ci>*. swu^-i 5«. 

[0 04 8] JW?Wt-15<0JdiK». 51f 

it, WZit, **v9%<DWjfcWr^tifc'ayi>*> 10 
VA F"C£-- fv h*Osri'*>*J5rtBiJ!cO. 
^^41ffiro^^->f^ hif-^? h£*ft 

£©.£•?{£ ur. **5**©Sir#KSM-r*1£» 
cp^-y? &{c&tft££>l 7 

[0 049]$. a 9 **>3ftfctt«T?|&#;*ftfc3 

Mafrifrfa. *fc. &#-^9 H*. 20 

Ay\-immz7A?-& mm, &st*&m) k 

rA£iRf#TSC:£{cj;f3. iOSItfrfcftSfcJfcVrs 

[0 05 0] *fc. XOj hJl/Wt- 1 6 tulI^fS] 
^>\vA FoJt&JcjawfcftTfcO, Wi^-^A KS-e 

7^£©g«i3K^a;*ft5,, ^tr, 
fiu». jtts*<o»flPi/itayai u^-t fs) **fctH 30 

[005 1 ]**:, ^*:/WfNl 3{C*7n3ftfc* 

n. rgfjecoi^iBittrtfcafps ft * ias© 

«3^affiJ:«3E{c»ir»3SS*'rftiaSftS. iifc. 
iWMt. ±IBjPiiJ*ff©jI©tt{ / F^tf^ftft. Wjh 

;nw?~i 6 ^^ff{4g-.-^(cafp§ i . a& 

fflib«i*a J: r«jI3ft-t:S#±-f 40 

[0 05 2] y-Aj&JRB&Sftai. *ffig|3 
1 4©irtcS9SISftfc«Hfl 8{c^fcttSBt^SftW-? 
-1 5RWn» hAUA-i 6 >&fEf#-rS 0 ^UT, 
iSR^tt . 7 s * x y is A U 1 3 (c*ct $ ftfcy- ABft 

-So 

[0 05 3 ] tftfl£ft 1 4 ©WffiWi . 3 -f >8A 
□ 4 1*tSW6ft. tftfBB14©±ffl«t»*fctt. 
F#*>4 2. * + S***3fiTO©SW*S»W-*fc 50 
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4 3 twenn^. 

[0 0 5 4] H2«b-7 r ^y--Aggl lK||*ii*ft 

fc$0WI»«D:/n 9 t>mv$>z> a 

[0 05 5 ] 02{c^§ft.z>J:*>{c. ftiJfP|HS§2 0 S*. 
CPU7'n^2 1t l ^^^0.^2 2 4. 

K^o^2 3i*6K$}art,s|» 0 

[0 0 5 6] CPU7'n^2 Hi. ffty-Ait 

1 l^ft*«l-r4*ll8PSiJT**). /U7t^2 4. 
CPU25. JA>J*:V26, ROM27. CD-R 
OMF5-C/2 8^fitl,^. 

[0 057] ;«7b-"^2 4B. ^'X^bTffiS^ 

5, #S § ft £ r ^ X (c AX AW Bf £»J 0 m*> C i K cfc 

[0 05 8] CPU25«, CD-ROMF5-Y^2 
8. tWn^2 2S.E>*-v u ^>F^ci9 5'2 3. A 
TtJ^gi LT©S!f£ W*- 15. Xa 9 F )V U/i- 1 

6. fg§ftF£>17. Jlv#TV?jt J £V2 Qt7i>* 

xwtKcsweftToSo s/c. cpu2 5tt. mm®. 

A«5f{C R O M 2 7 K f&|fi 5 ftfc s. ^ + )l V a ^ 7 A 
fft\ C D - ROM F 5 ^2 8 {CCD - ROM 2 8a 

(.szwmfc) ftgmztiicctz&mtzt, cd-r 

^7 Af- £ * ^ > jt * y 2 6 Id&m Z . 
[0059] -e©^. CPU25B, t-^ls-? 

TMcm-o rmft-rz ^^icm, 5 1 *** c d - 

ROM2 8 a{Ci»3nt^577''j7--; ^a>7ft^' 
fT-r-S^^^^oTUSo S/c. CPU25B. Wtfr 

[0 0 6 0] -eUT. C P U 2 5 >5 5 *^tf t7'n 7*5A 

F* w<- 1 6 . fg|f#'£> 1 7 ^6©f*mt^©A77 
^MimW 3 2 *>6 ©Mft $ ©HfRi . ^ft{cSo- 
fftT-a 9^22 fcffbti: SWWHiR^'ir > 
FT'n 9 2 3 {ctTft#-5^^a-C4>S„ 
[0 06 1 ] y-/>jf*y 2 6B, iiUT±IB^U 
-f 4 y ^->XfAffi 7'n ^5 Af- 5t%&7-7 y ir- 

^R^*«f«W4'7-i'xyT*S^-r5. ROM2 7 
tt, -f-->t;i'7'n^7A7'Pi'7AD- #©tSififiIJ$ 

[0062] CD-ROM28aWi, tf^y-Ag 

g 1 1 ©B{f«?7;££!!tf "T S>fc*©7"a ^'7 Af- 

gp^-zmmmztiz. §6{c. isitaftiur© 

CD - ROM 2 8a(CB, MmmmftT Z> M% lw< - 
15. XP9 h;UU^*-l 6. 7©^{C 



13. 

y- £Jtm y'ui/^At ismm s tin > s . coy- a 

tts ®m a (o-y>*»ww»*R) . hi 

2 ic^-r p » i> * >mwm.*fi *> tm-?o a < p 

sr**>WiP*R. a-;W«S) , 013K^ 
•T T A f- A$ IJfP^II^rtf 5 $ IJ»7"P y 7 A ( 7 -f A^ 
»^Bt 7-Y fAf^S) , 014(c^T^J©tr«3P 
$IJ««£tT5«:7W:7A <*f»)P^¥8) ^ 
*n-5.o CD-R0MF7-/^28B. CD - 

ROM2 8a36S3»W'5IffiK:&o'r*J'). CD-ROM* 

CPU 2 5 ^^(DmtDT*— $ %BfjL . 
C P U 2 5 ©f IJffiJiC <fc 0 $ (DSm&BimtC b X l> 

[0 06 3]^, itlftB, CD-ROM2 8afc|R 
[0064] jl«8lg3 2*g£0TCD-RO 

m 2 8 a icffifft § nr i» 4 7 s - a? * y tcRSis -e 
mt&w-^'Dmnr -< * 6f- $ ©fst^wtg 

[0 06 5] ;<7#7j 'J 2 9 », C P U 2 5 #> 
6Td'-fe^Blt6fc«:W6nT*j«3. CPU2-5*»6K3S 
§tx-2>y-A4iK^-r-Sy-A©jiff^^y-A© 

[0066] cne>R3e^-*«. nmAmmcigmm 
f-arit/catt&riffi. ^s^t? 2 9*s 

[0 0 6 7 ] br*'/0-;72 2K, VDP (Video Di 
splay Processor) 3 3. ^'^7 ^ 7 'J 3 4&t>* 

•J 3 4it« 1 ±IBUfcJ:^(CCD-ROM2 8 a#>6K 

[0 06 8] VDP3 3»> ^57 a 

3 4imm^hx^i>m^f-^(D'>%m^m^om 
ttmttf - zzm&m-ox cpu 2 5 -s ft£B 
fta^c^s^f-ifg. p-^ft*-*. 
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[oo69]ft, mmmmmm^n&mu, c p u 2 5 

*Jff5J:9Kt(HSUT:<>J:l,». T&fefc. S^^x® 
§UM&*j£»3lS U-c £'©M3I«: £• ©r /< ^ x tc 3 -tts^ 

[0 07 0] S/c, tf^i>3-^3 5tt. VDP 3 

3 UfcBHfEf 1 - %i N T S U 
a >fPIRM L, r -f * 7" W SPl 3 ictH^-T 

10 -So 

[007 1 ] -y^> F^P »^23S1 U-^F^B-fe 
sD-3 6, •y-")>F^*'; 3 7RD t D/AP>M'-$3 
8«itU5. -«J7»M*y 3 7fctt. JJet/fcJ: 
5KCD-ROM2 8 a*»6BI*Bl6tlfc#>»f t -i'*« 

[0 072] 1t'7> F7"P-fe-?1f 3 6«, CPU 2 53&> 
6^3n^P^>Fr-*0ca-3^T, lf^>F^- : & 
'J 3 7K^|fl$ti-C^S^7 i "$^©W^r"$^S 
^IXot. DSP (Digital Signal Processor) WtiC 
20 l-3<#iX7i?Fm, fy$Jl//7tO^« 

[0 07 3] ^OT, D/An>;>--$3 8li, ^> 
P^"n-bt»^36KJ:»J&SS *ifc*»f f - f * 7 ^ n 
yft#K3Bft 1/ . XK-*3 9K H57J WtlK^ Stlf 

[0 074] ®figg3 2«, Wittf, -t^A^^-S 

30 r . aft 3 2 » . &msm 4 0 tcsae s n 5 y- 

A^ffilfw^^Sfftnfcr-^^ltU. CPU 
70772 10AXic«&Witc&on^ 0 fi^H^ 

4 0 «, JUA^H^, ft5feJte«©S!l*rab& 

[0 07 5] C ^f^y-A^B 1 1 Tfttetl 
[0 07 6] fc'fy-y-AHgl Hi, M^L//c<fc5tC 

40 *JCD-ROM2 8a*>6S*W6n*J:5at)SSn-C- 

[0077] H3«r-<x7-n'gi5i 3K*^snsy 

[0078] SSK/TtSftSiSK:, ^-f^TWiU 

3 (c^sn^y- AWRKii, m&gftmnbtc* + 

7^^454, 4 5 i'5**4 5©Jtff*I«lCC«5%Sn4 
WS4 6i > MtttiZ'-ii'v h49i, ^-^7 14 
9 5:P-7i'^>i?-^ F5 8i, + f 5 ^ ^ 4 5©jtffii 
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Y 5 8 ifi # -4* 9 h 4 9 ifift Sfl[B(c«»-r S . C © 
J: Steer. P!-?t>t-f f-5 8?6i$-y? h49tc 

sn/c^tc«^§ns. 

[0 07 9] ( 1 ) * + 5 * *##ttffiff#B(CjgLfc 
£t©*^J 10 
H4 W5«fc#WS£l/fc* + 5 * >*satfi*Mff UTl» 

* 5 , (A) tt^-f -5 3W6^^iW6ip<Ott«** 
(B) U+t^^iKDIIiSic^bttf-ixyu 

(C) tt+i-^^^^ttK^figtc^b/c^^^ 

[0 08 0] H4 (A) tc^ft-SJcStc, f^7 - U 
S5 1 3 K «. flfi&ttfJBS lfc^t7i'^45 
*JRffL'C(r>saH t *(fKr53nr*«). 20 
CDJtfr #ft©»»4 6W + 7i'^45 ©^»3ijgtcj£ 

D/cffl^sa-e^M^iaitc^tt-rs. ffio-c, 

fete. xp^hJbW-i 6©JSfffigtq£o/«ig-e 
WSU 6 5# £ 4 5 tcini*^r^«&T-5 J; 5 tea 

«Rff LTt,>3 J; 5 tcm§ c tifi-cit *. 

» ^xtc <t «j^sn4^am©*^w*ii5Hx©tfi 30 

tCfw^WSPl 3©^#Y#«bA~ 1 5©S 

^nJtglEBXtdrfU tv^WSPI 3©H^#Y 
K. -hfrtc/h$t,>„ C©f r ^^7 , H'gPl 3©*^#Y 

^£4 5 ©ft* J: 5 fc*^Bjji«EBX(*9£S 

**5**4 5#iIE*AK^i*ft4<J:5tt: 

[ 0 0 8 2 ] c cr, U^-' 1 5 Zttifa 

tC«W4A, +t7i'$45» 1 *5M*Y©it»A*»6:& 40 
#frtCf£«j-r£„ 

[0 08 3] H4 (B) tC/^£ft3J:5tC. 

4 5 jWfi^k;8«LT«^Y<oa4IWKS*r5 
<t. X^U-YSPl 3©^#Yfe* + 5-^4 5© 
S6ttcii^T5J:Stcpl^riDjtc#S!j-rs 0 
[0 084] § fete. ffi»f^^- 1 5 

X 7" U -Y 35 1 3 ©a^#Y©**i^a^tg|2HX©^ so 
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SiRMigtCiiJjSUTt^if^tCSi. 04 (C) tC^2 
ftS^Stc. ^-f^Wtfl 3tc^3ft"a>&H& 

^^©#tt#r*&C£*liy?lT-&. (88. * + 

4 5*2£^[Sj(CSK»Lfci«^fe-enfeiJi*|fi]tC^tt-C 
f ft 4>5^«r^X7*U-f^l 3 ©a^#Y© 
S»36i^ nJffiSBH X ©flPttRIMflflf KSGi UTt,>5J§ 

[fij^©^SJj^r * ft c i 5rf Bai-r £ . 

[008 5] tfc. * + 7*3U5#±#|Sj**t,»ttT 
#«j~Ctftl>i§£. &£t>«rv ^yix-^gpi 3©** 

^^©igJ&flST-t ft C £ 5rfR£oT<E>„ 
[0086] ( 2 ) ft.^gtSfirg©^© O— 'J>^ 

05Bf-( X7*U-fgp 1 3 tC^ $ftfclj&©S!,'i# 7' 
U— H^7d7£K*f UTgHfirgT- $> 5 *§-£© n - y 

>^«&^«TSWft©*^«^urfc-D. (A) 
«□ - y > ^moim^tm, (B) [i+t7?^4 
5#n-y>^i&bfc»&7jv?m (c) + 5 

^£4 5^llgU/ct£«£^-fH. (D) + 

*4 5*12 7 0* n-y>^bfctt,«^-r0r*5 o 
[0 08 7 ] H5 (A) iC^3 ft 5 tc, ^ + 

5 i7 £ 4 5 «. OTtc n<r 9 h 5«»?t?3gif *fR 

-1 5**^l6lK:§f5e©#rartK:^R{c«USi. H5 
(B) tc^Sft-SiStc, T^xyu-^SPl 3tcS^3 
ftTl>-SW*«. M#K»ffW<~l 5**D5FW<CIKW 

[0 088] C©J; S ftttarctt. jBK#*siftf¥ U/t- 
1 5 ***fi|{C«tf C£tcj;*3. 4= + 
7^^4 5«, H5 (C) tc^Sft^^StC, 180° 
*0fsbfct^£ft«3. S&tc. H5 (D) tc^Sn-S. 
i:Stc. 2 7 0° HRLfcWRiftofca. H5 (A) 

a- 1 5^s*fttfjS:©gtcKSftsa-c. ±ie©j;s 
ft p - y > i^jftft 0 ji-r,, 

[0 08 9] C©J: 5 tc. af^UA- 1 5 3C£&#|njtC(?r 

B#its ») -c a- y > ifbx Wtfr 6 ©«SS4 »w 5ci* 
tcfi^fcii^tcii. + + 5 * $ 4 5 ttSHf ItiS 9 tp — 
[0 090] ( 3 ) m£&iMimow&(D a - >; > ^ 
m 6 »r ^ x 7' b-f gp 1 3 tc^i^ 3 fr!aBft©ft£#± 
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TrMZm b x *? *) . ( a ) b p - y > ^©tfti^-f 

0< ( B ) Bi^Ht^n - 'J > yMfeU?ctt.«?r^f 
( D ) umnm»ft 270" P - <J > * t, tcW&Zm? 

0-e#>s„ 

[0 09 1 ] 06 (A) fcjnSftSi:5«c. t8j#.^±« 
flSErfcaHte. f^xyiz-fSl 3{C^SnSB« 
©<S&*7^7{ugB, + + 5*£4 5©S©{4g£PID 

sacs, s^or, f^7' io 

[0 09 2] CCt. flBK*&WPU><- i 5 ££77[Sj 
KJf5S^ia«l^{C^*(ciStf4i. 06 (B) K^sn 

[0 0 9 3] C©J:^j:ttIttt, f-(X7'i/^i3 20 
©SKfflMW 7 tt. 06 (C) {C^Stiii^tC. 18 
0° ¥IHRt/fcttK£&0. S&K. 06 (D) K^S 
ftaiSfc. 2 7 0° HRUfctJMIiftofca, 06 

(A) (c^Sti-5*¥t«8KRS. ft. +t7^^45 

b, fw^wt-i 5 3»afiftiiiSEfiai{cR3n43E"e. 

±12© «t 5 &n - 'J > ^ttffc&t* n jB.ir J: 5lci>X$>M. 
h\ C©if£©P~i>>^t&ft©>ty>«. *c*7i>%4 

[0 0 9 4] C©<fc5Kl, j*flsw<- 1 5^*rS"ifijK:§f 

3©^a^4 7B, B$tt-ji d -e p ->j 5 „ * 

£SCB, fw^U-fSM 3<0^K«4 7B. KBflf 
[0 09 5] (4)o » *:*>*WP©8^fll 
•ffWlWHlc* 0 . (A) Hfcn»i> 

f¥%^rH. (c) iW7n>?tifc^-y 5 

SLfcBtOttftifcijVrEL (D) Bijf^g^/cT-Y^ 40 

[0 09 6] 07 (A) (c^StiSiMC f^7"b 
-Yf$13R:B, +t7i>i<45i, 0 5.n^-f4 
8i, M9£#»m3in:(,>*. %R 

03>-y^4 9B, 5 ££4 5 ©Jttf^lSKCM^ 

9®«a 5 ^*>1f-f KcA-3fc5f-y^ h 5 4£p 
[009 7] n^tW-^48it ^f7^3?4 5 50 
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3$f-5>J:^ic<:©7-i , 7^-7"llKit;DT5?-^7 h© 

o?jt>t4citm&i». h©« 
®(cJ:-oT, ^ + 7^^4 5J:Dfe5^'7M-'7-|t©^: 

[0 0 9 8] 07 (B) K^Sn4J:^K. jttfttftflR 
5©g8#W*>l 7 £#Tr.&C £«:<}:*) P 
blCA-?tc%— fv h4 9B, =8I&**5 

0K£{borg«itofc:#*B*£ bxu v *:*>£ft 

s» nostra. atta»»flsu><- is i 

7*6S*ltri, a^t>Sh&^-^7 F49 
Ki*iwrBii»tcs»*tfa:9. cntcfco. 

fe§$-^7 H49B. 07 (C) {C^§n-5xfc^{C, 

[0 0 9 9] §6iC, 7-^A5 IB. 07 (D) 
Stl-SA^K. + + 5^$4 5©3iSS5 2 

5 * 3? 4 5 ©itS&£g3H*-f &C#7 -f r A 5 1 fcBtfrr 

5li, 7^fA5 14W5Sirt£#%<. H@|{C^7 

•ff-A5 i i,-fcf< -racier**, ttc, r 

[0100] ( 5 ) ft|*?55*^K£ Ufc«^© 

H 8 + 5 * f t L"C«S ur ** 

i» h 4tf t %(Dmft*n-^%jrMXZb *) . ( A ) B^ - 

y-y hiUfswoftff*^^. (b) tt*+ 5***5 

««:M } )T5bfcH$©«)ff?:^T0, (C) HfflCDfMt 

iPhz-v-j KDmvnotimzfn-rm. (d) 

[0 1 0 1 ] 08 (A) K^Sn-SJc^K:. + + 5** 

4 5 B. £^ (t$J 5 3 £H 0 ±Cf T*5 D, * - » h 5 

B, 08 (B) {c^3*i4J:5K, ^JSS^fiOT^L- 

T*-y-^ h5 4^iif^o 

[0 1 0 2] 08 (C) Km3*i4J:$JC, <(5 3©^1 
o3fe©»**BI*6 h5 4©|lff)P5 5r*5 
#y^>ffi©*«filai**»*. ^iC08 (D) iC^§ 
tli.i^iC, *-y-y h5 4©»f f )P5 5CCP4*5 6£ 
^fiST*. COM*5 6tt. Kf»JP5 5<0^H*»5**4 
§ ti « <fc 5 icBM § n * fcfe^ m&t) * v&Mifi * 
-¥v h 5 4tcMl/ti*©^fC*otfe*-* i ^ h 5 
4©fr ! )P5 5*>6TOfc5 6 A^WStvSli-T-^^S 
ni> 0 ZOtclb, ittg#tt. ^-y-; h5 4*si®, »J 
ffi. Wffl© £'©^[6] j6> 6^iJ 5 3 K «fc 0 iff 5 tlTT t> W «3 P 

5 4 *5$ff 6 n/c C £ snores C £ *JT * a . 
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C0 1 0 3 3 CC-C. Kf*y-Ait«l KDCPU2 

[0 10 4] 09»b*r4-y-Aggl 1©CPU25 

1 0 KB 9 iCmtmWimMicm^XC P U 2 5 MMl? 

[0105] 09{C^SnSJ:eiiC, CPU25B, X 
f'j7'S 1 1 (OT rxr-^7*j ^Bl-r-S) 

|f^-f£,, C©7 F^£^XM©Mit LTW:, 10 
«. ttXLfcH7 (A) - (D) !<cfr^h&£5mm 

[0 10 6]^©S12tB t 3^>feAP4 1K3^ 

4 1 KtSW ^tifcn -f >t^ffix A v * (H^ifT) 
>KfcS£. S13SCjt&, y-Atc#jbr*- -5*1-7^ 
^=&a^-TS+ + ^i'$a^HH?:r^X^H'||51 3 
£cH^£-e£, &©s 1 4fc*rt>T, 

>4 3*^UT* + 5**jWmfc^S*ifc** 20 

5 * * ©*3&» 6 y- a (c#jn-r s * + 5 * * *mm? s 

S15{Cji*. **-F#*>4 2#*>{c&{fc3 
[0107] SI 5KfcW, h##>4 2$* 

>tCiWPSti&t. Mx.«tfraufcia4 (A) 
5^iij«^x^-hiijMibTr-/x-7 , ix-i'g|!i 3ic* 
^3ftl>, 'AOS 17WOy f-Jl/W?- 1 6^Jjpjiffil 

?Atf. 30 
[0 1 0 8 3 iW > S19TS, XO^h^UA'-l 

6 (DWkim&vmimfr 6**52*45 

(hbkc ttum 4 6 ©testifies ) *s* # u f^7'b 

-fgp l 3Ka^§tiSil#©^jilS*^n ? l-jnw? 

[0109] &©s 2 Otii, HftU-H- 1 5*WIFS 
Wi'^W^i'Ji'tS. S 2 0{Cte<,>T > JHf^lx 

><- 1 53W»ffsnfc»^tt, s 2 1 (cat*, 

- 1 5 am&ffiR&MEW'- 1 5 ©arc aK*«# 

j&tf. S2 2rtt, »ftw<-i 5««ffiErft 40 

ROWf u><- l 5 ©8WBME«:*Dfc*iaitc* + 5 2 

*4 5 

[0 110] S2 3ttt, jf-y?» h4 9*»0»i»*> 
Sfttofei'Sfc*?-* S2 3«Ctel>r. 

ys> h4 9^D^^^->§nri^&t,>itK, ii^U/c 
S18(CR!3, S 1 8-S2 3©M?r^03If o $ 
fc. S2 3K*H,>T, dr-y» h 4 9#n 9 -f 
h«CAoTn»**>3tifc&*tt <H7 (B)# 
JR) . HI 0©S2 4tcji*. 

so 
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[0111] S2 4T?B7**>i**i;fc*-$*? h49 
***l,fc£*tt (07 (C) #M) . S2 5KI*. 

z—y-j F49©7^fA5 i %tm?z> mi <d> 

#1$) . *t»T, S2 6T'», mf# LfcT'fTA5 1© 
#-f>h£f#£&dJD3?-f£o &©S2 7T«. 

F4 9*?>©SS$SWi'?Mfi » *f S 
27{C*J^r> h4 9^h<DSM^»m%t 

Hit. ±IBS2 3icRD> S2 3#»©*Hi*fT9. 

[0 112] 1*>U S2 7«Cfct>T, *-y»h4 9 
*6©S*%SW3ti*»» S2 8K3i#» ^t7?3? 
4 5©SWc^-^Kly, S 2 9T#y-^H$t 
£i7^>h1-£„ ^©S3 0"Ctt, ^-y@»©*^ 

> h flB^&RJg £ tifcKjeffl n .Kit btcti* 

x.v s 3 oic&t^r, y^f-yil^©*^>h 

tftfB&ttntCjtt/Cl>%l>&&tt. ±ES 3 1 5Cjt 
[0113] S 3 1 Ki5l>t, ^f-^7ott,s 

±fiss i 8kr»). s i &m$<Dmm%m 

&*fff£. 1,#>U S2 7(C*$OT > ^r-^ 
TL/cttB. S32 KJ1*. ^©^ f — 5? tOMW 
4. -ett. ±IBS 1 8KRD. S 1 8«P$©M®4S 

[0 114] ±KS3 0{C*Jt»r» fy-s?H» 
hfiWSf inicai/fcit», S3 7iCjl 

[0 1 1 5 ] ±32 S 2 4{c*jl>r. n5rd»*>§nfc3f 
-y vl-4 9 fclfeg L i t S 3 3 (C^f l/T $ 

S3 3Kfct,^, $-^5 h4 9*>6©^S*SW 
±I2S 1 SICM*), S 1 8^©®ffi*H 

[0 1 1 6] l/*>l/, S3 3KI4JUT. y» F49 
*>6©iKS*SWfc<b#«. S3 4tcjt*. + + 5^^ 

4 5 ©sw)t ¥ jt - b> S 3 5 r # y - y his 

?:*^>h-r^ 0 ^©S3 6-CB, ^-y@»©*^ 

> h tf*^&K£3 tlfcKStf n (CS i' >i 9 
xvfTZ. S3 6{Cte^r, *tJ-V>®&<D%yi> Y 
tf#W5EflntCjil/'Cl>a:l>i*tt, ±IBS 1"8KR 

^ si 8«B©^a*w^nf-r-s. ^fc, S3 6tc 

S3 7fc]t*, y-A^-^{c)5:5 0 
[0117] C©J:^(C, CPU2 5«. »f¥U'<- 1 

V* + V % A v h4 9£JI 

■^i'3f->UTife^T5CiKJ:f3 7w'7 : -A5 l 4g| 
#UT «fc O W. ><f c i ©r # * ^> » -r -< > y 
y- A©?I»^«?r*tfTS. 
[0 118] CPU25B, VDP3 3?:/rUr 
i mm 6 0 7 U - A ©H«r - * b t HJ^ U T 
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[0119]CCt?, CPU2 5^tf-ra«iJ0iA^ 
[0 1 2 0] HI 1 BCPU2 5#sHtrf 9 f-JU 

[0 1 2 1 ] 01 KCjjtSft&J^CC. CPU2 5B. 
S 4 1 -CX o 9 F ;!/ U-rt- 1 6 ©86ftftB#»JjSl JfClE 
ffcLfca><t*5#>£?x9?-f£. S4 1tciw, xn 10 
s» F jU u;t- 1 6 <D&fitiiS&WMK3ttl Lit £ * 
B. S4 2Kjt<fr. ^Os Ml>W«-l 6*^lftBifi 

atc»f¥snfc*'£5**9 i x9i'f s. -et/c. S4 
2tctet>-c, xa? h;nw*-i 6 ifits l fttilffigftS 

[0122] Sfc, S4 2Kfclir, Xn-;^l/^- 
1 6 3&*SllJnaffiBK:||ffSnTt^i*B. S4 4 
5Cjt*, X a 9 h )l W«- 1 6 2 1$m&Mi£M$ £ 

n?t*»^9*»*^* 9^-rs. •c-i/T, S4 4W 20 

c. 9 F;ppa- l 6:$* 2ftia{igK»;*tifc 
S4 5{Cji*, * + 5*:M5«D£«l&G£*SI 

[0 12 3] *fc. S4 4{CfcW, Xn^ MVU^- 
1 6»2aifiitC»Jh-Cl>&l>ittt 1 S4 6 
&Cjt<fr. XB^hA W*- 1 6 J^^iK^ 2 jaafig?r 

L/C. S4 6(C^t, Xd9 h;H/A- 1 

m 2 JnMfig«±©»na&gicgff § ntc 1 1 b. s 4 

7fcit#» tf7*3! 4 5©^»iia*aS©2fg©JD 30 

as-cs^agicjnii-ra. c©«£. 04 

( A ) LC & L >T . #M 4 6 i^ttflcc JHTCSttT * i 

[0124] jftK#B. ^ + ^^^45©a 

ttttffifcflWnTWStB^fcB, XH9 h;HwW 6£ 

BSIffl-e* + 5 i> $ 4 5 ?:®^lKr#Kj§ -If iCtifiT 
#. <fc!)illS:f^ji'W--A(!)SXf^e i J 40 

[0125] *fc. ±ISS4 1 tefc^-C. XP? 
X- 1 6©jgftfig#Mt$lfc^bbC!,>&l,>£#B. 
S 4 8 icMfr. S 4 8 ~CX n 9 h ;U U A*» 1 6 ©fSMi 
■WjBMHfcSEftl/fc*^^**^* 9 irTZ. S 4 8 
Kte^C xn 9 Y)W^~ 1 6 ©*iMifi#s$aI§Kc 
Stftt//fc£*tt. S4 9KJI*. xn»h^/W<-18 
1 MMfig tciftff ZtltcfoZ^iflZf-x 9^T£. 

•eur. S49{c*s^-c, xo9 hjuu^*- 1 6^m 

^^Kjftf1=3ftfc±*B. S5 0tot*, + + 5? 50 
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£4 5©^tt2K^afir©«as-ci(ia^a 0 

[0 12 6] S 4 9 {Ctel^T. XCIjFAI/A- 

lBiWlJKittBKlWTPStir^aclii*^ S5 1 
«cjfc#. xo9 h;Hwf-i 6«W2lfiiffiaR:SM^3 

T. xa 9 F;wua- i 6im2W3ttiaucWt , &ti1t 
tttt. S 5 25Cjt*. * + 5i>£4 5©£«&K£jI 

m © 2 {§©sasr «af a . 

[0i27]lfc, S5 2{c*si^r. xn?h;H/;t- 

1 8JiW2SBS{iiaBcafipsn , ri>&t>i*«. S5 3 

scjt#. x n 9 h ;i/ ua- 1 6 j&*2&a(c|fr 2 «afig£ 
^•2>fig*riifp$tifc^i*5*>4^x9^-rs. 

L/C. S5 3icM>t> XP^AU;t"16*'ilK 

$ 2 «afig«±©Mafigic»ft § ntc 1 1 b . s 5 

4Kil*, * + 5^£4 5©#«jaK£a3?©2fg©?$ 

aS'ciiaLc4 : -r7i'f 4 5^#±§-&5 0 com 

04 (A) Ktenr. WS4 6©^tt»g 

#i*i(qai#> o c^ttf 2. c t k «t d am-© 2 ffiw>«agE 

T'SaTa«? Ci*stt 5„ 

[0 12 8]**:. iBaw«Be«WartK^o 9 

ua-1 6 z&m&& tvmttbtctzit. as©sff 
*fc. iffiiicoii-cfeii^-e^-s. 

[01291H12BCPU25 *tHtfT 
»©fiJDiA^ii?r^-rafcfe©^n-g : - + " bT$> 

So 

[0 13 0]H12{c^sn4«fc5K:. CPU2 5B, 
S 6 OKfcliT. iifPWf- 1 5©^&?r^ffibfci 
t. S6 ltCjt*. JiffWC-1 5©H^^*-r5 
^*4 5*«ttS*«. Mill M^trtWplw*- 1 
5***lflUC«tf*i, +f5^*45B. mmYO 
***6«rtflSl«:^«rr5 (04 (A) *#JS) . 

[0131] #©S 6 2-CB. tt7?$450W 
(nj^-T-f X^lWgm 3©«^#Y?:»3-a:T + i'5 
i7^4 5^r-fX7 , U-Y§|51 3©tf>A{c^3tiSJ:9 
ic-TSo 0!l^.B. * + -7i'^4 5*^-^i6j(c^<j,^ra 
^# Y<Dfc§&t&W)? -Si. r^X-7*U-Yg|513 ©jft^ 

#Y*>+f =59 ^45 ©a&tLcitsrr -sj; 5 

mtZ (04 (B) %#JS) . 
[0 1 32] #©S63-CB. + 1 5 * f 4 5 ©igt&tt 
g*i3>f a -$y77 -f 9 ^XKJ;SIS*B^p B 1©^gj 

BWfiattcaLTr^s^f^**?-* S6 3 
fcfcivr. +f 5 ^ ^ 4 5#qMHKHLfia(cjtLrir>ft 

t»itB. S6 40CJI*, ^'^X^U-Ygpi 3©S^# 

y bjsiis i x ©ffflWRif fia«: set u r t ^ *s 

1 3©^#Y^a^nJ^«HX©ff«j|iR^giCfija 

LT^&^itB. ^©siDji^Ma^HT-rs. 

[0 13 3] ly*>lvft3&S6, ±ES6 3{C*»t»r, * + 



I 
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b-hmWm^WKmbX^^tmt. &&(> 

^Bjt^HX©^«iEWfiiScait i> & s 
6 5(dt& v 04 (C) ic^ft&J:^, tmX^'U 
1 3 {c^snri»-5H«^ft*£6*l^{c^*S 
•if t aiRif CC&# ft ^©i^ - ? t & C t £$R£D"f 4 

[0 13 4]$. * + 5* £4 5 XT'U-/ 
31 3©^#Y*5^ttKRWfigKitUT±T73[SjK^ 
S&-C&&l>if£v &£Wir-f 3©^# 10 

Y#^IJt»X©fWIWIWfcSGi t/"Cl>Si§£ 

^©^Kc&s-c * & c t £$gftrf 

[0 13 5] CtlKAO. iffi£f». y-AtcSfitfLfc 
[0 13 6101 3BCPU2 bifiZXr-tZn-Vyy 

20 

[0 137] H13fcij*S*l.&J:5R:, CPU25B, 
S 7 OKfcW, Slfgl^- 1 5*^^C^t6]*fc« 
S77 fiK P - y y 5ttflsS tlfc* xv 2? & 

( p - > i^flstetH^R) . S70-co-y> £« 

S7 ltcji#, ijlftTM X-7't-fg|51 3 
icS^S tit usiffl[*©m*J£Sf£§£fi£IST-5> „ 
[ 0 1 3 8 ] #©S 7 2ra*^»S*^ll{4S (* 
t7^^45 ©f£#ic & ) #> £' 5 * 3 £ 9 1 x 

(m.#.«t^S) o S7 2f<:fc^ SU&K&Rtt 
B"C*4i*». S7 3Kjl*. +t7^$45©M 30 
1 5©»fl=£ffitClll£3-B , £ (05 (A) ~~ 
(D) *^HJ«2) . ^br. S74t+t 

[ 0 1 3 9 ] £ tc, ±iaS 7 2 CCfc^T, m&jfigmiiL 

g 7^^4 5©S©fig) r*S£*iJKf 

■5. -fLT, S7 6TU f 1 ^ 1 3«:«^§ 

n-C^S«^Bi«^ft*II^U^- 1 5©t*fR£l6jtCll 
S3 -1*4 (.06 (A) - (D) 

S) o * l/T. S 7 7 t?^H^ft:*5 1 lafit S £ . 40 

©fa n &&#»*7-f z> . 

[0140] c©<fc^tc, SHIP u><- l 5 

•f £P- y >4WF£?t& 5 c ^<Dtctb, 
W*.«. &*© <fc 5 fc&£S5£ffig#S«{fcHt?*S© 

[0 1 4 1 ] 01 4«CPU2 5#S^tT£p 
MftKDM 0 jA&MMBJT S fc*©7 P + - h -c 50 
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<£>-2>o 

[0 142] B14fc^SftS<fc5fc, CPU2 55S, 
S8 0(ctel< h4 90fi[*W*lffiStlS 

S8 1^-4*9 h49^U^^^>1f^ h58 
<B3#JH) ^»i'M^f^^T5o S8 1 

J§£, S8 2£C?I&, 0?>t>^*48 (07 
(A) #M) (DV^fr (^-Yr^WHB) 1fi$-Vv Y 
4 9<Df*#HB (*V>htt) <fc9fc;*S^#£5JtMc* 

[0 14 3] S8 2K*SC^. dy?^-*48© 

ftlH-^50r«^S (07 (B)#JH, nsri^*>« 

©lx^;W*>6n sr **>Sti*t*-y ^ h 4 9c7)#^tt 

[0 144] 3C©S8 6rtt % h4 9©ftfetf 

(7j<^>Ftt) ^If5nfcn^^^>^-^4 8(7)1/ 

^>^-3f4 8©u^;i/3WH2ne(± % c*si*» % ±ia 

mm* Ctl^CiD, d^*W-$48(Dl/^ 
&Cl&D/eife0£-yy h4 9?rn ?>*>t4Ci*t 

[0 14 5] S 8 BttfclvT, n 9 ^^>^- 

[0 148] ±IBS8 2CC*J^T, UvZtyj 

-$4 SOU^Jl (^7^*7 H8) h4 9 

>^ nj^c 4H1<D n v >? * >W»*iH7 T * . 
[0 1 4 7 ] CtD<£Mc v 09**>^-if480^ 

So 

[0 148] *fc, f^7'U«l 3©liDiCc^-Y7 
A^-fitoa&i*— h4 98@S(DJSnfci*. * 
«teWCC$— *S h4 9%31Wl/Tny**> 

[0 149] SI 5«CPU2 5&mytZ>TJ?J»m 

[0 15 0]@15^Sn5J:^C N CPU2 5tt 
S9 0(Cfcl^ x M 9^©ijC^4tf&ofeii 

S9 1K«*. $mZtik.9-<¥v h4 9*A»tt 
£(D7>ff-A5 lK^fcS** (06 (C) #M> 
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f-Ami^S.) . *©S9 2"Ctt. 7-ffA5 1 £*i> 
5 * $ 4 5 ©jtSS 5 2 tcjgifi;* #4 J; 5 ic^«j$ i±S 
(H6 (D)#M. T-^^Afftt^S) . CtUC<fc9, 

tm\j1cjt-i?9 h4 9©7-frA5 14£TBtfW-S 

[0151] tfc, HI 6 (A) - (D) iC^S^SJ: 

[0 1 5 2] ft^T, S9 3TB, +t7^^4 5« 
WsbUifiBT^TJ* 5 1 ^mftl/fcrfPi*^*?-* f * 

fASl^ft-fcitB, S9 4(Cjt& > 7-frA5 
l©#^>h*y-A»j£tfcfllJtt"3. ttUT, S9 5 
•Ct*. 7^rA5 \<D-#JyY*:Viv>?*yJ-%4:S 

[0 15 3] SEoT. i^<©7-/fA5 l£Btf#T 

&<3. ADSft**-- h49£n 20 

h£M0T$6{C±©*f-~i?f<:iit?C<»: 

[0 154]©. ±IBS9 3<ttftvc % 1* 

[0 15 5] HI 7«CPU2 5«t^£$J©»tOP 

[0 1 5 6] HI 7&t^£ft£J;^ CPU251J, 
SlOOttW, ^ + 5^*4 55&3#J5 3~C^— Jr'f 30 
h5 4£#S0fci#£ (H8 (A) (B) #M) . S 1 

# :*>MDftfl^*M»&&. 5 3 o 

{««©«* i, M5 3©W-a5iS^#— h 5 4 ££26 
t, fc £ * ©ffiS £ . M 5 3 ©$ o 5feRt^7C©ttfPH© 

[0157] &©S 1 0 2tii, £-y? h 5 4***^ 

[0 15 8] -ei/T. SI 03T«. «5 3©eio5fe<D 40 

? #1" S 1 0 3KfcW, M5 3©ftBW> s 
*~y» h54©£*£3iftt/C(,»*£Stt. SI 04 

Kg*, m 5 3 (DMimomm. t im-rz #-y ? h 5 

4©ff 0 □ 5 5 T&S* 'J =f>E©&SWia*Jjft&T|lr 
•JP5 5 h5 40JKi;=r>±{C«SW* (H 

8 (C) #JS. «9P3^*K> . 2-y? h5 4©« 
0 □ 5 5 «, «I5 3 ©Wo j&DlWPIW** 6>*&/c#& 
t> \-Mfih# ') L "C*W 5 C £ ft 

So 50 
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[0 159]l^t, S105TK, £-y?F5 4© 
Df0P5 5(C^&f^U-C*5P43fe5 6©#'J=f>£fe 
(H8 (D) #M) . CtiitJ;^ M5 3ICJ: 
»)»r&ftfc*-y? h 5 4©Kf»)P5 5iM365 6©* 

mbXZ—fv h5 4££©#|$a>6lj?SSLT&£--5r 

£#srt£. 

[0160]f-7t, ^*^^^4 5#SM5 3£fIDB 
l/t*-y» h 5 4%|S»l/*:£#. *^5fig (II* 
fig) ^ttt-Ti, #J5 3©«lgfr©MI 

*^-5fi[g (tftj£&B) CC^Jbfe-T, Z~??vh5 
4rtfi#ji- i?*3ftffc C i *8lltt5KB»C * -5 . ^© 
fcfe, *t7?$45 f - y ?F54 ^Sl^it L, 

%SirtSiifeK, ^[j5 3^«MLfcj«^©ia^?: 
[0 1 6 1 3 ». JJE«fc©»»C», *t7f$45 

*ffi«f*JRffL'rit-y9 h4 9^ny^^>urSH 
t s y- A^4— 0j i irfiffc*s . c mem %> *>© 

mmm ticmrnvx*-?? h 4 9 * *>©-c 
[oi62]tfc, ±iaHJfe©^M-ett, * + 5 ^ * 4 

5#*J5 3*«fl§UT*-y» h 5 4*Jj?«^4J«H ; lr 

asi±A*« 5 mmta tic t aw-e 1 4 ©»*»r * 4 . 

^J©ftbO{ctt^^i'©RH?:«Mtr«|5Ji 
ffiic -i?%«W?fcWB{c±fi©A 5 5 6^ 

[0 163] 

[^©^i#] ±»©*o<. ±iS9W5Sisai8©^W{c 
<tn«, * + 5 * tf t tdtwmm^T * ic& 

<fl.T^4/c*, afeT©y-A-Cfe®S^H+i-5^ 
[0 1 64] itc, »3jOB2Ki8©»WK:±n«. +^ 

5 ^ * * fctmiBSi *^*y \mfvs 5 n 5«s 
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[0 16 5]**:. M^3Gft©891K:£*i& n- 

y > ^afttttti*s*Jiwa^si5©o - y > 

©iH&gr&s«£K«r •< 7,v\y-i icm^nm 
iw*^ft*p - y > * , o ^ -< 

* y u ^ tew* § n s «#©» j&sgattfi-c * 

So - y > 5^w«flp*»«|*r«:4fc«&. 

u ^ k«w § ft sjm&skis o fcw*©«& * io 

#S„ *©fc&. jfflR#*e.*rfeSESlflfc»ft<. 
£BS©*fr*K:*fj£l/fcP-- U >^WF£jE58£liJre 

So 

[0 16 6] tic. «^B4E«©^Bj{cJ:n« > n- 
y > f»fp $ ft ft: <h * ? a X 7 U A K-Wh S ft S Mfc® 
«jS*HBEB2WK«^sn*+ 15> £©±tlfisr& 
Sii^&t « ^ ^ x 7- u -Y Kit* § ft S fr*«lfc£#£ P 
- y > ti\ f^^L-f ftSflMt©ft&# 

X :/ W Sell* § ft S S*fiatc j£ D §4* 
B6©ttS K*fj6 Lfca - 'J > JWI?*jE»{c«ll-C* 

So 

[0 167] »^5iB«©&Slifc<fcft«. ftfp 
Xt/M^jt^ftSB^©**^-^ !)ilfcif 

i-ract**?**. *©fc». jw^a5©» 

S©r, £ 5 * + 9 **©«M*flU/ *>"*"< 

So 40 

[0 1 6 8] Ml^aS6iBttCD|6W«:J:ti«, SMt 

sp©gff astc js dt * -c v z % <Dmnism^<D&k% 

T S fcsb , ±IB«*a 5 i PI«{ciBR*&s8W^aJ*^ < 

tmucWi^m. * + 5 ? ^©sAassfcttiRfffii 

MRfttt t £TS C b tfv * , »fl3P*» < 9 tRft b 
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iUctt^i-f SC£#-C*£o -e©/cJ*. 

««2t?§s©-c, v t>z<ommfti>PT< 

Wffi^cfjrSo 

[o 1 6 9] *fc. »*3i7ia*s©i6?BK:intf. +^ 

^ ? 4" J: n v i> * > § htc $ - y » h K 

«fc«j^<©*-y» h^isiB#(c®-rc£^-etSo ^© 

fci*. ®S«©»ff U^l/3*tjS< ^SSi'«f#*^f#S 

[onojsfc, i»*a8ia*g©»c<fcntf, 

5 2 <fc 5 £TS f h £CJ 7 ^2f">nJtl 

Kl)t.Dfcife©^— h%B 5 ^^>TS££^>(c. p 
^^^SM^-y? htc^StifcU^l/^Pf d» 

d/c^;© ^ -y h % p v t? * ytz c t tmwz.u 

So 

[o 1 7 1 ] *fc, m>m9m®<mmic£tiii> +^ 

StC«fc 0 n/cT ^ f A©{4g?r * f 5- # * ©jttf 
^r&lSi>*±T^I°Iic^Sfj§-B-ST^f-A#tt^£. 

Krw/*, * + 7^^^i*jit?^UT^SJi-^ 
r^^rwr-YT-A^iRff-rsci^r^, J^L/c? 

©*' > h *«H«:#^i ur«l#TS c ij&s-ct. y 

[0 1 7 2] »*3Si oiaa©^Kcfcn«. + 



(16) 
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^^99^M9-¥v bmxmhZ>ti*->rv 
i> 5 ^£ ©jiff SS§© iSft S-tf-SiMCT-YfA 

[oi73] tt&xi lmmofmtcznn, m io 
s©S5»4W»©®6a^'isii , r-s*-y7 bo±mc 

fc#*>6-tf 4 <fc-oT. ijjt^iUM. (II 

[0 174]ifc, mmi2t3ffitD%mic£hiZ> A 20 

^6-a-sci*5-ct-5>. i-o-c. #^&a (&£) 

i§£"C * + 5 £ $ -p T * - y » h £ RH 

[0175]*fc, nMSV 1 3f2i8©IPJ{c<fc*iW:, II 30 
4. 6, 8. 10. 1 2SHjR<OBSfl^B^R 

312 . 4, 6. 8> 10. 1 2©flUB -^S^ff^Ci 
[0B©@#^Ci5jBJ] 

[02] fc'r^-y-ASgl I fc«*&*ftfcflHai@» 

O^OjWW. 40 

[03] TvxyiWSfll 3{c^3n^y-AjB^© 

[04] ilBaf3WgjE0fc*i'7^**^ifi*«ffbT 
I^Sh^tv X7"Wgpi 3 tcmtbtt-WZTjktm 

(A) «* + 5**#£^N£i&*©:Kas* 
jjrf0. (B) B^t^i'^Citi^Mtfa^' 
WSBi 3©*/^#*sp]^|pj«:^«iU?c^^-r0. 
(C ) 1 5 ^**««BWtt««:3iUfc«ai*^T 
0T&3. 

[ 0 5 ] 7 ■{ 7, V l> -J §P 1 3 KStijsS nfcWW)*Sl*t 50 
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Mig-e$>&*§£©n- vymittmmtmm 

gkTvffl&nkbTts'o , (A) «n~y>i^©t$8£jj* 
■T0, (B) tt+t5i'$45iSO-';>4^teL/tett 
»*^H. ( C ) » * + 5 * £ 4 5 ftS^HtKl/fcttft 
£*T0. (D)i»t7^^45#270' P-'J> 

[06] 7 s -f X y U 4 g|5 1 3 (ca^S ftfcBfc©&&# 

£ltfig-c$>£ii£©n- y y#m$*mi?z>W&® 
WnrnZtnLXte*) . (A) »a-y ymvVm&m 
?m . ( B ) Si^Bi^ n-y > ^Hfe b fcttftfcw 

T0, (O »a^iffl**J*a(gofc!Ktt*5«-ig, 
( d ) 2 7 0' a - y > ^ufctfts^f 

[07] tt7^^$-yf h£a 9^^>-r-5tt 

©*M^£^Ti^WT?& *) . (A)iw-y^5n? 

^tyt^mom^mtm. (B) ttn» ^*>B#© 

ttf¥*mT0. ( C ) ttO 5? * > § ilfc $ 9 h * 

a»tfcl*®*ff*w , fH. (D) tt?SSS&Stffc7'f 
rA©tt^^-r0~c&S. 
[08] * + 9^**JJH*?S»R4tTflW0r>- 
y» h^WitOttflP^fS^Wt?*"). (A) tt* 

«r*f.5if©»f^**-rig. ( b ) + 5 9 $ 
ifim^M^r^bfemom^^-rm. (o »«©» 

Rt9»> b*-#vh<om*) □©fig4*-T0 . ( D ) t J $ 

[09] t'fty-Agll 1©CPU2 5iimifti> 
[0 1 0 ] 0 9 iC^T»MffiK^OTC P U 2 5 ftSU 

[01 1 ] c P u 2 5 ^HtfT-S x a 9 h ;mw©» 5) 
S&##m&ttWf 4fc»©7n-? + -h-r**. 

[012] c p u 2 5 «f-r 6®Mm^®m<D%im a 

*5aiMm?gT^fc:ast>©7o-5 t i'- hr$>^ 0 
[013] CPU2 53WWfJ"*a-y>^«9p©t(») 

[01 4] CPU2 5**ffT*n?ri'*>«»0«») 
[015] CPU2 5 £7-^A$IJ»©SjS)3£ 
[016] h^n»» i>*y?&t 

•^i't>-ri>mf©«t!^ ; &^-r0. (B)»o»^^>^ 

©»ifp%^-r0, (o tto^i^stifcif-y* h 

5rij(^U/cB#©«rf / F4^-r0. (D) »?MI*SWfcT 
W f- A©ttf^7K-|-0r$> -5„ 

[017] C P U 2 5 jftqgff T^^J©ff «3 □»©« 0 
3i*&il?riftBJ-r'5/cJs&©7P-9 i + -h-e$>S. 

[^©I^BJ] 

1 1 trf^y-AiSB 
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